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Whatever it takes fo win. Yousupply the lead foot, we'll supply every- 
thing else. This isn’t about playing fair. It's about launching missiles, taking weaselly shortcuts, 


blowing out tires and basically stooping to any level to humiliate your fellow driver. Choose from 


six speed-crazy delinquent racers. Defile 24 hostile tracks. Plug in ihe a= 
lild Animated Violence} 

Mild Language. 

Multitap for a heated foursome. And remember, nice guys finish lust. | £s us 
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Now that the PlayStation? is finally out in Japan, it has already become fodder for the whiners and complainers on the internet newsgroups (rec.games viden sony). 
Hey, [m an advocate for free speech just as much as the next guy, but it always amazes me how many people become ‘experts’ on things that they don't 
even have the slightest knowledge about. Id be willing to wager a large sum of money that 99.9% of these critics have never even seen the system in 
action first-hand, let alone actually own one. With the hardware only out for a few weeks, some of these people are already calling the launch a failure, 
comparing it to the "successful" American Dreamcast launch. Sure, when the DC shipped in the States it had quite a few decent, if nat great, games. But, 
lets be realistic and compare oranges to oranges and apples to apples. Need | remind those of you who conveniently forgot that Japan had Godzilla Generations, 
TTT duly, Pen Pen Tricelon and Virtua Fighter 3TB for their launch titles? And, this whole issue of anti-aliasing is just plain nonsense (for those of you who arent 
DFF@QUAKENET ПП the internet, there have been claims that the PS2 doesnt have built-in anti-aliasing — the technique of smoothing out jagged lines by slightly blurring 
and blending them into one another). This whole “pseuda-issue” stemmed fram comparing screen shots of the Dreamcasts Sega GT with BS7's Ridge Racer 
V. The main reason behind the results are that the most commonly used screen grabbing technology cant capture the full resolution of the PS2's video, because it is interlaced 
(two separate fields of video interlaced together every 30th of a second = BÛ frames per second). When you try and capture this, youll either only get one of the fields (which 
is half of the resolution of what you see on your TV), ar you'll get both fields together in one frame, which produces a streaking, blurring effect and is not suitable for print. The 
shot must be corrected by cutting the resolution in half — thus the jagged lines you see in the screen shots. [m not looking to start a war with anyone so please don't send 
the hate mail my way (Dave gets enough of it for the two of us, believe me). All of us at Dimension Publishing are fans of Sega and the Dreamcast, and we are just as excited 
about Microsofts recent X-Box announcement. The bottom line is things are just starting to get interesting and, as far as lm concerned, Sony is paving the way. 
On a lighter note, this issue has quite a few goodies in it. We have our first hands-on reviews of five Japanese PS2 titles (Eternal Ring, Ridge Racer V, Kessen, Street Fighter 
EX3 and Fantavision), EXClusives on Strider | & 2, Spider-Man, X-Men: Mutant Academy and Nightmare Creatures ll, and plenty of reviews, previews and the requisite other good 
stuff we typically cram іп each issue. Enjoy the read and well see you in a month. 
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After his harrowing but While not immediately — is from a small planet has been spending the Never seen, but often Р57, PS2, PS2 thoughts finished the remodeling Eric is trying tn figure 
successful trip to blown away by the PS2's somewhere in the last couple of weeks heard from, Gary's been of Ridge Racer V an of his bathroom and is out why PSExtreme 
Japan, Greg has been a launch software, he is vicinity of Betelgeuse. training his dog Max sticking to a strict Street Fighter Ex 3 have looking forward to the doesn't put girls in 

bit more calm and looking forward to the He doesn't feed trolls, һом to play Stepping gaming regimen in the been dashing through пем decorating show... bikinis on the cover like 
collected around the next couple of months, and doesn't read spam. Selection. The only time hopes of finally finishing Darien's head this oops... we mean ЕЗ in sume of the “other” 
office. وا‎ it due tothe as the software library As someone who bought Max has had an G72. His mysterious month. Of course, we LA this May! Hot Shots 2 game magazines do. He 
tranquil effects of grows stranger. Its Pitfall 3D to hear Bruce accident is during alter ego, “Racer X” took the opportunity to has taken over most of was told to stop 
Fantavision, the ability been along time since Campbell's one-liners, Britney Spears. When has only three percent rub in that some of us his time, but Syphon wondering and їп go 
to watch US DVDs on "Mr. Baseball" has hes eagerly waiting for hes not enjoying the іо go — but will he — already HAVE both titles. Filter 2 is beginning to grab the latest copy af 
his coveted import PS2, played a game as the some company to P32 David can be found have enough patience to Thats what friends are displace it. Were still Victorias Secret if he 
or is their a more Tokyo Giants and he is develop a videogame skating with his better beat the last few for — right? Don't feel trying in to figure out really wanted to see 
sinister forces at work? ready for Squares PSZ based on Jack of All alf or scouring the endurance races? Place too bad for him, we what he means when he some babes... 

Only the screwdriver season to begin. rades.” Hey, if Xena earth for the best yer bets!! do something to make it says, “achtuleeeeva 

will tell... can make it... laiwan Gourmet. up to him... maybe. Schotttziel ll” 
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Medievil Il, Vagrant Ridge Racer V, Eternal Demolition Racer, Hot Strider 2 (PS), SF ЕХЗ Апага 2, G12, Medal Front Mission 3, WWI Still playing that same Legend of Dragoon, Hot 
Story, Ridge Racer V, Ring, СТК, UT, Syphon — Shots Golf 2, Army Men (082), Marvel versus of Honor, Pod Racer Smackdown, Grandia old song. Shots 2, Rack the Rink, 
Fantavision, Legend of Filter 2, Medievil 2 3D, Spiderman, Dead or Capcom 2 (arcade), Demolition Racer 
Dragoon Alive 2 nreal Tournament 
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THEY DON'T FORGIVE. 
AND THEY DON’ T FORGET. 


Lay the SmackDown! on your enemies with your own created 
jabroni or as one of the ۷۴ 5 top Superstars. Make friends then 
break them as you roam backstage from the boiler room to the 
kitchen. Just remember that backstage politics can work against 
you - don't let The Rock™ run-ins, well-placed metal chairs, and 
McMahon appointed guest referees get you in the end. 
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They call this mail section the darling of the magazine 


because it generates so much love and affection from both 
П ews the staff and the readers alike, We get 
meg can a lot of mail from people and sso nite. | = 
We know news and we can prave it. We do the news so و‎ аА k К, 
well, were considering doing a news and gossip web site, ER ; 
since no other news and gossip web sites are any gond. ام‎ 


Plus, there's not a lot of them out there that have anything 
good to talk about like we do. That makes us number one, 


Hardware sections are the best sections in any magazine 
because hardware is cooler than software. It's neat to strap 
on a big fat knobby and pump the little buttons ‘til your 
fingertips are sare. That's rad. 


есше 


If youre a big fan of cheat codes, weve got just the section 
for you. In this section, we scour the internet for the latest 
codes to rip off from peeps webs sites and print here and 
call our own. {t's a wonderful world we live in and you, 
шг friendly cheating readers, are the benefactors! 


Its finally here. We got our fat, grubby little hands on real live 
PlayStation2's and we've filled our underoos with the joy that it has 
brung. Hot diggity dawg! We sent Greg to the land of the rising yen 
and he stond in line for more than a day ta get his knobby, callusd 
fingers on a real Japanese unit or two. Then, he snuck through the 
custams checkpoints just like a coke mule! It was rad. He even 


À wore sunglasses, 


Weve taken all the exclusive info we have this month and rolled 
it up into a little sushi-vake for your consumption. When you 
bite in, youl taste the wonderful flavors of Spider-Man, X- 
Men: Mutant Academy, Nightmare Creatures Il and Strider?. 
Is your mouth not watering yet? Go take a bite! 


irst PS2 reviewSdte in. сеї 


When we talk to folk, we tend to talk candidly, and this time 
= is no exception, This time, were having a conversation with 

- Neversoft, the developers of the new Spider-Man game for the 

— PlayStation. They tell us things they ve never even told their 

~ mothers before, and it shows. The van is racking, 


Ohhhh, youre probably thinking we've got plenty of humorous 
things were going to say about Sir Dan, the skinless hera. Nope, 
Nothing funny ta say. This game is serious fun and is not to be 
made light of. We will also interview some people about it as 
well as review it. ۱ 


www.psextreme.com 


|| BALERIANS. 
BAUNTLET LEGENDS .. 
HIGH HEAT BASEBALL 2001............... 72-73 | 


ЖЕНЕН OUS DEDE а 28 
EAGLE ONE: HARRIER ATTACK... 


|| LEBENO OF MANA 


ETERNAL RING 


| MERE Ws: ] SIM THEME PARKS 


|| MICRO MACHINES SPEED PUNKS 


MO | SPIDER-MAN . 


it d ae | STREET FIGHTER ЕХЗ LL. 
NIGHTMARE CREATURES H . 


[E STREET, SKBR2 salSn 
| RHAPSODY: A MUSICAL ADVENTURE. 


STRIDER 2 


BADGE RADER S. وک‎ еду petri 26 SUPERBIKE 2000 


ROCK THE ВЇНК.................................. J || THREADS DF FATE. 


Its mighty hard to write something informative each month 
about a list of games in the back of the book, but if youre 
a regular reader of our Table of Contents pages, and we 
suspect you are, if youve read this far — you know we 
rarely write anything informative in these here blurbs. Now, 
go play them games, little partner. 


Orts 


\ ‹ \ 7 When your magazine features a sports section with the flair and 
\ ў | razzmatazz that our sports section holds, you tend to speak highly 
of itin your table of contents section. Were speaking from experience 
here, as we do have that kind of sports section and we have the — 4 
typestyle ta prave it. Sure, we use а good font and we know how „6 
to create a good kerning pair. It's also deluxe, 4 


"rated 


| ? Weve got a deluxe version that's been updated to reflect the 
| mew attitude in reviewing that we've taken on. It may well be 
| a whole new era in game reviewing with the introduction of our 


| review section with ап American theme. Turn on Їп us and 
you won't have to tune out. That's our motto. It's deluxe. 


bi үш um " page listed above, you will find some excellent 
info about nine games that are in development. You might want 
to have paper and pen handy so you can jot down the info that 
were presenting. Those with photocopiers may want to put Us d 
to good use. — 
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jew Franchise ۱ 


New Player Models 


New.Vin Ѕсу апа 
Dave Campbell Commentary 


тоїаһСопїго! Batting” 


Ilon 


PlayStat 
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250 Personalized Stances & Motions, 
Total Control Fielding™ 


Gameplay Consultation-by-Tony Gwynn, 
Trevor Hoffman and Davey Johnson 
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like in PSI (mod chip) in order fo c games 
(for personal use) because PSI games in 
Venezuela are too expensive and When PS2 games 
arrive they will be hard to buy (for the money). 
Also... is there a Superman game for PlayStation? 
..and will there be a sequel to Um Jammer 
Lammy. UM 


Thanks а lot.... and please publicate my letter!!! 
۱ уе)! 
^ Romer Romero | 
Caracas, Venezuela 
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Dear PSExtreme, 


| ) 1 


The first thing is, my dad and I always та they 
magazine — maybe twice a day, wellove it so/\ 
much. It's the best thing since | the light bulb. 
Second, I would appreciate if you could give me | 
some Final Fantasy VII codes. ۸ 


N WI 
MasterK 72687, 
۱ 


Dear PSExtreme, 


I am a concerned consumer. Not long ago Iy 
received a NBA Showtime game for PlayStation. 
Nothing was damaged, yet when I opened it there, 
was no CD in it: I was very surprised because | 
it was sealed. I have not had a problem with any 
other PlayStation game before because we have, 
bought many others and they did not have a 
problem. When my brother and I received it as a | 
gift we ran upstairs and were very excited to play, 
but as I said there was nothing i in it. I would; 
appreciate it very much if there was somel ing. 
you could do. I appreciate your prompt atte tion. 
and thank you for your time. I ۱ 


"a 
Danielle Plazzolo 


Dear PSExtreme, 


I'm just writing to say that I love your magazine 
but hate the way you review Electronic Arts 
games. There is not one EA game that has gotten 
the platinum rating from you guys when some 
of them clearly deserve it (NBA Live 2000, 
Madden 2000... clearly better than Gameday and 
quite a few others). So, please address this 
situation, ok? 


Tarrie Phillip 
Toronto,Ont 


Dear PSExtreme, 


Ilove Rugby and Cricket. Can I play British PSX 
games on my US-made PSX? If not, can I play 
them on a US PS2? 


Dereck Werner 


Dear PSExtreme, 


Just wondering if PSExtreme will have a best 
two-player game summary. Often, I sit around 
with a friend and play the few games that I have... 
So, off to the video store we go, and we end up 
renting some games that are great in one-player 
mode, but suck in two-player mode. Just 
wondering if you could save me some time, and 
some money, by having a "must rent, two-player 
game" category. 


Steve 


Kapuskasing, Ontario 
Canada 


Dear PSExtreme, 


Iam a big fan of your magazine. I would like 
to know if there will be a chip for PlayStation2 


Isthisthe end? 
Has iteven begun? 


Hot Topi 


To listen to all the complaints on the Internet 
newsgroups lately, you would think that the PSX2 
ailure before it has even been released in 

. I'm not talking just about the unavoidable 


having a smaller amount of VRAM than 
ast (true) which supposedly means that 
games will never look or play as good (we'll 
see, but probably not true). On the basis of a 
screenshot of Ridge Racer V showing some jagged 
due to the lack of anti-aliasing— the PSX2 

is being branded a failure. Excuse me? 

Keep in mind that many of these “nay sayers" 
are the same people who swore a few months ago 
that the PSX2 would never play DVDs (Like the 
know-it-all at the local Software Etc. who just 
landed a $50K/year job with IGN despite having 
no college education — go figure!). The thing that 
bugs me the most is that almost none of these critics 
have even seen the PSX2, let alone played any 
ofthe games on it. They are basing their predictions 
of doom and gloom on paper statistics and figures. 

Since when has computing power alone been 
the determining factor in a console's success? 
Never!! The Intellivision's capabilities blew the 
Atari 2600 away. The Lynx was far more advanced 
than the Game Boy. The 3DO looked impressive 
on paper. And everyone knows that the Nintendo 

s more powerful in many ways than the 

lation, But so what? People buy consoles not 

e they want a certain amount of VRAM 
cy buy them because they want to have fun 
video games. A system's memory 
capabilities will affect its ability to deliver certain 
types of games, to be sure, but in the end the system 
that has the games people want to play will be 
the one which succeeds in the marketplace. So it 
has been, so shall it ever be. 

Like the jump from 8-bit to 16-bit games, 

zames probably won't be that impressive 
initially. | mean, come on — we've already gone 
from black and white to color, from simple sounds 
to stereo CD music, and from 2D sprites to 3D 
polygons. What else is there left їо conquer? But 
in the end, the only thing that matters is whether 
or not the system plays good video games. I recently 
played five Japanese PSX2 launch titles and you 
know what? I had fun! I also used older PS games 
on the system just to see how nice and smooth the 
became when filtered. And, finally, I 

watched a DVD on it just because I could. 

So excuse me if Pm not counting the PSX2 
down for the c iteven gets here. A certain 
amount of bi nst the hype over Sony's 
/ i table, but it is definitely a stretch. 
mcast the winner in the next 


-Mark Androvich 
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raved the past six months about how great the launch 
was going to be and now that it didn't go over to 
well, you try to cover it up by contrasting Sony with 
Nintendo and saying how Sony (being an "electronics 
manufacturer") tries to sell consumers the "Box" 
first and then the junk to put in it. BS! 

Any and every company is in it for the money and 
therefore they market what will sell. Nintendo was 
smart, so don't try to dog their "philosophy" by 
saying that Sony's is better. We all know that the 
PSX2 launch was full of problems. 

Maybe most of the fly-by-night gamers who actually 
subscribe to your mag may not know, but some of 
us (who have internet access and work in one of the 
largest electronics chains in the U.S and unfortunately 
have daily access to this magazine) know the truth: 
Why don't you tell your readers about how the PSX2 
overheats and how RRS formats the memory card 
deleting the DVD drivers, therefore not allowing 
you to watch DVD's? I don't know about you but 
I don't feel sorry for all the ones that imported a 
PSX2. Finally, I know you probably won't read this 
all the way through and it is even less likely that 
you will respond or print this in next month's issue, 
but I know why. THE TRUTH HURTS, doesn't it? 
But giving you guys some credibility, here's an idea; 
I dare you to print it. At least that way you can take 
your anger out on me by throwing punk shots at my 
letter. Just print the entire thing, though. 


S incerely, 
The Teacher 


It obvious that your true motive for writing the 
letter is to try to goad us into printing it so you 
can have your little ego stroked (or to make our. 
proofreader quit in disgust). We realize that your 
job at EB makes you all-knowing, but we must 
wonder why it is you aren t actually in a position 
of influence, when you obviously have such a clear 
vision of the way things are. $8/hour сетат 
does уои no justice... but we digress. 

Are you accusing us of having a bias. Hello?.. 
we publish a PlayStation magazine. You want to 
feel good about Mario Party 2 and N64? Try a 
magazine that will tell you what you want to hear. 
Sony being a hardware manufacturer first and 
always is a statement of fact... not an attempt to 
tell you how wonderful they are. While you are 
slacking off on the job, reading this magazine for 
free — take a look at Dave s column this issue: 
You might just find that we know what we're talking 
about... which is why we do what we do and get 
paid for doing it. 


Address all mail To: 
EM ۳/۲ 72 ۲ ۲ є 
Dimension Publishing м 
4445 Chess Drive, Suis E i 
Foster City, CA ۵۶ D 
e-mail us: cim quake.ney 
Greg's gone all curly. Send п 
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about our little "accessory" was only a joke, and it 
is pretty sad that Brian got all defensive about it. 
T'm sure our friends at PSExtreme knew it was a 
joke and got a chuckle out of it. It's not our fault you 
have no sense of humor Brian, perhaps that is 
something you should work on. Also, next time you 
write to PSExtreme please leave your address so 
we can come beat the living sh*t out of you. See 
you soon. Keep up the good work guys, later. 


Jon 
Steve 


ROTFLOAO! 
Dear PSExtreme, 


Well, first of all, your mag is the best. Of course 
you’re very used to hearing that so I won’t go into 
all the reasons why. I was wondering if you could 
do something for one of your devoted fans. I think 
that PlayStation? is the best thing that ever happened 
in home gaming history. Not only does it sound like 
the most enjoyable system yet, but also is the most 
beautiful piece of equipment I’ve ever seen! Any 
way, when I wake up in the morning I usually have 
to drag myself out of bed. If you could add a larger 
than life poster in your mag that I can hang on my 
wall, of PlayStation2, then I would have a reason 
to keep on going. 


Thanks, 
James D 


PS. I have given you a picture 
that represents the PlayStation 
and all its power. Could you 
show it in your mag? 


We're not going to be able to get that poster done 
in time for the issue, sorry. However, you caught us 
in just the right wacky mood to go ahead and actually 
print your artwork in the magazine. Now, this doesnt 
mean we're going to print every piece of art 
somebody sends us... you just got lucky. 


Dear PSExtreme, 

I just purchased WWF SmackDown! for PSX. I 
must say "Wow!" The game is amazing. I just wanted 
to let all wrestling or fighting game fans out there 
know that they should check this game out! 


Richard Ashbaugh 


You got that right, bubba. Thats one hulluva badass 
game. Thanks for writing. 


Dear PSExtreme, 
Does everything that the PSX and Sony does belong 


belong on a pedestal? You know as well as I do that 
the PSX2 launch was sh*tty. You guys ranted and 


Whoa, that’s thelfirst we've ever heard of that 

Whats the deal? Can t you tell the person 
who gave it'to you to take it back to where they 
bought it? ]Jor some odd reason you can't do that, 
give Midway's customer service а сай at 903-874- 


2 { 
Dear P Extreme, 


Ina سس‎ Issue I seen а advertisement about 
a job К game testers and review and Lam looking 
К it again. If you have any knowledge to what I 

looking for the help would be greatly 


al reciated, (Thank you 
| j Jason & Erin 


You ‘re kidding, right? 
Dear PSExtreme, 


I da е Resident Evil fan, and I was wondering 
if there are any plans to bring RE: Code Veronica 
ot RE: Zero to the PlayStation or more likely, 
PlayStation 2. Any info you can offer on that? 


EAT Chris 


Thew i have here is that Code Veronica is 
definitely Dreamcast only and Zero is N64 only. 
However, they are working on a new RE game for 
PHP ang ang Dio Crisis, too. Neat? 


Dear PSExtreme, 


I was Mond: ing how many bits PS2 will have? 
When will PS2 be released? How much will it cost? 
will it have games like Syphon Filter, Gran Turismo 

2, Metal Gear Solid and Twisted Metal? If you 
can answer these questions I will be most grateful. 


T 


Thank you. 

۱ f ' i David 
You ashthe questions that the world wants answered, 
friend David. The PS2 will'be 128 bits, released 
inthe US in September and will likely be in the $300 


price range. Of course, there will eventually be the 
games like Syphon Filter, Metal Gear and Twisted 
Metal, but for sure there will be Ridge Racer, Final 
Fant a Gran Turismo, Tekken, Street Fighter, 
'erminator, Maximo, Dead or Alive, Armored 
ге and a Whole lot more. Sequels rule! Thanks 
ri question. 
Dear PSExtreme, 
ү 


Its your рме Jon and Steve again. We are writing 
about án interesting flaw in Resident Evil 3. In 
the train car, when you go to examine the control 
room in the front, it says, "A well maintained contro 
room," leaving out the L in control. Not a big deal, 
buta bit of carelessness on Capcom's part. We are 


л». also writing in response to Brian Hooper's letter 


in the March EXmail. Our last letter in December 


^ Vp d 


ҮЛ Л ШЕ. 


ЛД ИШЛЕП FOR MORE Tumi рі. 
7:7 IF 20 HUGE, ITU ON TWO ПЕРЕ! 


“The Armored Core series has enjoyed а tremendous cult Following, 
and the third installment is sure to please the devoted.” -Ебм 


“thoroughly 


engrossing. 
-GAME INFORMEI 


| “the best multipla 
side ofa RC LAN; 


fithejSeries eéstatic and n will 


Stipaced action that aw. NIMAGAZINE? 


сот‏ ی 


АК can Suite 600! екеш رل‎ re, Inc. Al ght ترس‎ Аунес. the Aqetoc ooo, and Master ot Arena аг trademarks of elec, Ine Armored Cora a a. 
ботак ot Sony Computer Entertainm ten and the Рау eet tama San Cate use nT Mr Eo feno ete i Sot AEN. 


Шы 7, 


A / 
You're a mercenary pilot о Cunit, $o prepare to infiltrate bases, rescue hostages, and 
n ew detailed missions. Build and customize your master robot with 


10 new battle stages and arenas, not to mention the return of bad- -ass d 
attle the computer or challenge a human competitor in one-on-one 


۲۱۲۱۲ 1 ww 
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IMPORT A PS2, C0 TO JAIL? 


QNI IS COMING 2 


Rockstar has announced Oni, yet another PlayStation2 
game currently in development. Oni (which has been 
slated for the Mac and PC for some time now) will be 
released simultaneously on all three formats sometime 
this fall. Rockstar is developing the title internally in 
conjunction with Bungie Software (the game’s creators) 
and plans to take advantage of the PS2’s remarkable speed 


and power. The game takes place in a multi-elevation 3D | 


| urban jungle and offers a distinct, anime visual style. 


Seamlessly blending hand-to-hand martial arts combat 
and gunplay into a single, new third-person 3D action 
hybrid, this game promises to challenge and change the 
face of traditional action games. Sounds promising. 


UBI SOFT SNAPS UP A FEW 
MORE LICENSES 


Ubi Soft has two new licenses to add to their growing stable 
— DIC’s Inspector Gadget and DreamWorks’ The Road to 
El Dorado. Both games are being developed by Light and 
Shadow Productions and will be action/platform affairs that 
promise to take full advantage of their respective licenses. 
El Dorado is scheduled to be released on the PS in late 2000 
with an entirely new PS2 version in 2001, and Inspector 
Gadget will hit shelves for the PS by the end of the year. 


TOMB RAIDER CASTING NEWS 


Word has it that actress Angelina Jolie is in final negotiations 
to fill the boots (yes, that’s a T) of Lara Croft in the upcoming 
feature film. No word on whether her...um... assets” will 
be digitally enhanced. We figure that if ILM can create Jar 
Jar for an entire movie, why can’t they create jugs? In 
related news, Hulk Hogan has been approached to take on 
the role of an evil henchman in the movie. Apparently, the 
Hollywood elite are lining up to be in this one! Hulk 


Hogan!? What, was Mr. T not available? 


! Japan's trade ministry has placed restrictions on PlayStation2 
| consoles and their 8-megabyte memory cards which are usually reserved for 
high-tech electronic equipment computers and sensors. Are they worried that 
the Chinese will get their hands on the technology? They shouldn't be — 
our government has been giving China all the advances they need. Even 
so, Sony is going to have to obtain a special permit from the Japanese trade | 
ministry before it can release the console in the Europe and U.S. We're still wondering which mm 
orifices Greg used to sneak our office PS2's out of Japan. 
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: NEWS Editor: 


FIVE SIDES TQ SQUARE 


Square has officially announced five new PlayStation 
games for US release this summer and fall. Despite the 
industry spotlight on the PlayStation2 in Japan, Square 
EA president Jun Iwasaki said that his company has a lot 
to offer for US consumers who remain with the original 
PlayStation. The announced titles are: Vagrant Story 
(May 14); Legend of Mana (June 13); Threads of Fate 
(July 18); Chrono Cross (August); and Parasite Eve 2 
(September). Interestingly enough, despite Square’s recent 
foray into other genres, all these games are RPG’s — 
they’ ve wisely decided to stick with what they do best. 


CAN BOCCE BALL BE FAR BEHIND! 


Already having captured the market with videogames based 
upon every conceivable sport, EA is bringing “roller jam” 
to the PlayStation this summer. The game will allow players 
to choose any of the stars from the five WSL teams — 
California Quakes, New York Enforcers, Florida Sundogs, 
Nevada Hot Dice, and Illinois Riot. Each player comes with 
| his or her own signature move, such as Sean Atkinson’s 
| “Superman” and Mark D^ Amato's “Screamer,” Also included 
| ds a "signature" Pummel Time mode, where two skaters 
| resort to fisticuffs. If you're involved in a sport which EA 
۱ heard of yet, please contact them... they need content. 


E UP FOR ENTERTAINMENT! 


Despite several hints given in the article itself, a PSM 
ls joke previewing a game called “Valkyrie 
Че national news. Various television stations 
alleged game, which featured a heroine 
J au naturel (i.e. naked, nude, in the buff, 


joke... ег, уе E to call the 


We knew it was a jı 
Eg own beta copy. 
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ACCLAIM JOINS THE PS2 RANKS 


Acclaim recently announced they have three new 
titles currently in development for the PS2 with 
several more planned. The first three will be sports 


| and racing related, but they also have plans to 
| develop character-based titles exclusive to the PS2 


hardware. Their first PS2 titles out the gate are as 
follows: All-Star Baseball 2002 (for release Spring 
2001), Ferarri 360 Challenge and Ferrari Grand 
Prix (the latter two are working titles). While no 
other information has been revealed, a spokesman 
from Acclaim stated that they will be pushing 
millions of polygons with their titles, comparing 
the amount of polys in a baseball players head on 
the PS2 to the total amount in a stadium on the N64. 


PS2 REACHES i MILLION MARK 


۶ || Reuters reports that shipments of PlayStation2 topped 
| 1 million on Wednesday, just 12 days after its launch. 


Sony plans to ship 1.4 million consoles by the end 


| of March and 500,000 a month from April. 


Source: NPD TRSTS Video Games Tracking Service 
900 West Shore Road, Port Washington, NY 11050 
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** Not in Top 10 Last Month. The ratings reflected above are those of Dimension Publishing and do not represent the opinions of NPD TRSTS. 
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a ер ruary y < [516] 625-2294 
Sony’s Activision’s Southpeak’s Sony's Sony's 

Gran Turismo 2 Топу Hawk Pro Skater Dukes of Hazzard Spyro the Dragon Gran Turismo 


p 


last month #* 


‘overage retail pric ‘average relail price ‘overage retail price average retail price 
540 541 s4 А 
EA's EA's Sony's Hasbro's 
Sled Storm NBA Live 2000 Crash Bandicoot: Warped Frogger 
wie E нана 


fost month 5 EN 


‘average retail price 
$ 


PS? UTILITY DISC RECALL? 


According to Dow Jones, Sony Computer Entertainment Inc. | 
may recall its PlayStation2 Utility Discs, which allow users | 
to watch foreign DVDs. SCE had previously announced that | 
it would issue new Utility Discs to PS2 owners on request. Some 


| ofthe memory cards which come with the PlayStation 2 consoles 


apparently carry U.S. region codes that allow foreign (to Japan, 
that is) DVD movies to be viewed. Why do these regional codes 
exist in the first place? Primarily because Hollywood filmmakers 


| want to keep their movies out of Europe and Japan until after 


they’ve been launched in the U.S. With the PS2 set to break 
down the barriers between different forms of entertainment, 


| perhaps it is time to do away with these codes as well. 


BUFFY'S COMING ТО PLAYSTATION 


Fox Interactive is working on a PlayStation (as well as Dreamcast and 
PC) game based on their mega-popular Buffy the Vampire Slayer 
franchise. The game will be a third-person action/adventure where 


| players take on the role of Buffy and must fight and destroy the undead 


by moonlight. The game promises to combine action, fighting, drama, 
humor, exploration and puzzle solving, played throughout a ۱ 
| variety of rich and detailed 3D environments 
дшш out of the hit WB series. Expect Ж 
to see the game hit retail |... 
| shelves sometime this fall. 
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| mission critical 


* Night Fight. Ins TUER | as linc 


when you'r 


۰ You're in the Kill Zone. Engag 


in maximum dogfighting 


mn 
action. Climb In 


. f t > on t! 
PI ion? game consol 
Pilot your fighter during 


mia-al fu: ngc ор 
T iir refueling or opt 


for the autopilot 
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PlayStation 


EVERYONE 


ACE COMBAT" 3 electroshpere & © 1999, Namco Ltd., All Rights Reserved, PlayStation 
and the PlayStation logos are registered trademarks of Sony Computer Entertainment 
Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 


ACTUAL IN-GAME SCREENSHOTS 


roduct: CD Cleaner 
E nYko 


| MSRP: $14.99 


If you're too lazy to 
clean your CDs by hand, then the z; 
nYko CD Cleaner may be right up your alley. it isn’t the greatest 
product out on the market, but it does get the job done. i 
‚Тһе CD Cleaner itself is a plastic unit with a CD holder and 

a soft wiping pad. To operate you place the CD in the unit, 
spray it with the cleaning solution (or water), close the 
unit and turn the crank. A few turns later you remove the CD and it should 
be a bit cleaner than when you started. 


Product: Sh = р Also included in the kit is а CD fens cleaner, This is a special cD with a 
REES i И | small brush attached. You place this CD in your PSX and let if play as if 
Man ufact اباب‎ [ | | itwere a standard audio CD. The brush rubs across the lens and removes 
апу built-up gunk. 
if you're just looking to clean the occasional CD, the CD Cleaner kit can 
be somewhat useful. The unit does have its limits though. it cannot clean 
exceptionally dirty discs, only those that have been lightly soiled. ; 


best products out there, as you can 
rn nom 


new codes. The successor to the Pro, the R> ی‎ Áo TONNEN * 
GameShark CDX, promised to bring all of ۴ 


that hacking goodness to owners of the new 9000 series | Product: PlayStation Game Wipes 
PlayStations — it has failed miserably. 
Manufacturer: Sony. 
solved that problem by selling a separate upgrade package PI 0.99 
, the SharkLink, which contains a PSX to PC serial cable. Also included | MSRP: $0.99 


Disc Wipes 


Link package is another copy of the CDX CD, complete with the ' — File this in the “we didn’t even know ~ 
ing software. You can also download the latest hacking software | his existed” category. The PlayStation Game Wipes аге ап 
's website at www.gameshark.com. officially produced product manufactured by Sony Europe for 
p the SharkLink and installing the software was easy enough. The | cleaning PSX game CDs. Shipping two to d package, the wipes 
ose when it came to actually hacking codes. The СОХ hacking 2۳6 oversized wet naps. According to the instructions, you use 
nothing more than a crippled version of the Pro hacking software. ` the wipes to clean the bottom of your dirty PSX discs. Once ` 
hacking software you are limited to exact value searches only. | you've finished cleaning you're supposed to let the disc dry 
search for “greater than” or “less than” values. This limitation ` and then use as normal. | 
ult to search for general codes. In order to test this sucker we ordered a pizza, had lunch, and: then grabbed 
want to hack codes on your PlayStation, you would be best served 
used 7501 (or earlier) model with the parallel port intact and ` 


CDX is no code hacking machine. Š PENA ЖШН hrec across the disc that were almost аз bad as the fingerprints тет се Мен. 


Sometimes a good idea in theory is not a good idea in practi ind that’s’ 
case here. if you really want to clean your CDs, just use some warm water, 
dish soap and a clean cotton t-shirt to dry them with. It really is the best wa; 


Product: Madness Game Rack 
— Madness 6 


MSR E — 99 


When you have аз much game 
stuff as we do, organization is a 
problem. Wires are everywhere and 
games tend fo end up in piles — not 
а good thing. The answer to this š ^ 
haie аң A put set یوت‎ difference between the ` 

then things are good. А ۱ Underground апа а regular maga: s 

3 2 Underground is located entirely on two eae CDs. in 
The Madness Ga: ick professes to be an all-in-one ی‎ Gen solution for 4 

your PlayStation. it will hold one PSX unit, 19 games, two controllers and the 

necessary wires. There is even d space next to the CD rack for extra accessories, · 

such as а gun or two. With such а low price dnd а nice feature-set the game 
rack is appealing... but if isn’t worth getting. This $ one ef those cases where 
*you get what you pay for" is true. x 


The game rack is made of деа plastic аларсаг Unfortunately, of the Underground have covered 

the pieces aren't molded to extremely tight tolerances, which means that putting ||. | events and ی‎ SES extravaganza. Hf you look careful 
the game rack together e mildly frustrating. Once assembled, the poor я 

build quality shows іп both the wheels and in the controller hooks. The wheels ` 

are more for show than anything else — they don’t roll very well at all — and me: 

controller hooks will pop off а slightest touch. 


Although the concept behind the | ess Game Rack is оа, the Pee 
is poor. There are better racks out there; you don't need to spend your hard 
earned cash on this one. 3 VS Е К 


` И GROTH 


Includes music by: 


=OFFSPRING 


POSITION, 
رین"‎ 


X mx ЫЫ 


CLEARS 


Race as or against McGrath, 
Button, Dowd and other 
superstar riders 


. Totally sick Freestyle-MX 
Competitions exclusively 
featuring Travis Pastrana 


16 Supercross stadiums and 
licensed Motocross tracks 


The only game with 10-time 
Supercross Champ Jeremy McGrath 


EVERYONE 


=> 
Ed. бё. اقا‎ DXX Lupe б=т тш 


Jeremy McGrath Supercross” 2000 & © 1999 Acclaim Entertainment, Inc. All Rights Reserved. "No Fear" ® is a registered trademark of No Fear, Inc. "Genocide" performed by The Offspring. From the album Smash. Courtesy 
Epitaph. (P) 1894 Epitaph. Used by permission. All rights reserved. Published by Gamete Music (BMI). Sega, Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, Ltd. © SEGA ENTERPRISES, LTD. 
АП Rights Reserved. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Nintendo, Nintendo 64 and the "№" Logo are trademarks of Nintendo of America Inc. 1996 Nintendo of America Inc. Game Boy 
and Game Boy Color are trademarks of Nintendo of America Inc. © 1989, 1998 Nintendo of America Inc. Licensed by Nintendo. Screen shots shown were taken from the Nintendo 64 version of the video game. 


the tools of the trade 
تحص‎ 0m 


Press ШЕШ, O +, +, ©, ©, ۵, ©, >, ® 
Press $, $, ¥, O, +, +, ۷, @, «> 

Press ШШШ, ©, +, +, ©, ©, O, ©, +, © 
Press ШЕШ, О, +, +, ©, ©, O, ©, 4,0 
Press ШЕШ, Cy, +, +, ©, ©, +, +, ШЕШ, 
Press ШЕШ, O, +, +, ©, ©, +, +, ШЕШ, 
Press ШЕШ, ©, +, +, ©, ©, +, +, +, + 
Press ШЕШ, O, +, +, 9, ©, +, +, 9,4 
Press ШЕШ, О, +, +, ©, ©, O, ©, +, БЕШ 
Press ШЕШ, О, +, +, ©, ©, Cy, ©, +, 


Enter all codes at the code entry screen. 
XMASGIFT 
VERTIGO 
MOJOBABY 
FASTFORWARD 
EMC2 or MOEBIUS 
FRAPLAPRO 
MAGNASAVE 
ROLLERJAM 
PICKEDOFF 
STATICCLING 
FIRSTIS2O 
POPWARNER 
TALKINGWHAT 
PRIMETIME 
MINIME 
TEFLON 
FINALTIME 
SMACKDOWN 
SPRONG 
NO2 
BIGFOOT. 
PAINFUL 
WILDWEST 
QBINTHECLUB 
EXPRESSBALL 
SUPERJUMPS 
REFISBLIND 


Enter these codes qt the zone select screen. 
Pause the game, then enter any of the codes 
from below. 

Level 1 Press ИШ, KEN, ШЕШ, ۰ 

Level 2 Press EER, KEN, ШЕШ, ۰ 

Level 5 Press and hold + EN + 
KEE 


Pause game and then press: 


During the replay, press ®, ۵, ©, @, or 
to change camera angles. 

Press to add a filter, Press to add 
really cool motion blurring. 


Finish the race, and then the New BMW will 
become available. 


Finish the race, and then the New Audi will 
become available. 


Finish the race, and then the New Toyota will 
become available. 


Press + КЕШ + © while choosing a golfer. 


Turn off the PSX. 

Remove the memory cards. 

Turn unit back оп, and then hold the ИШ + 

+ КЕШ+ IEEE. buttons on controller 2, 
before the HotShots Golf logo appears. As the 
logo bounces into the foreground, 

press: +, +, $, +, €, >, >, €, Ф, +, 

¥, +, €, >, >, €. if entered correctly you will а 
tee shot sound. 


At the course selection screen highlight a 
course,then hold * and then press 


Pause the game, then press ИШ, ШЕШ, ۰ 
[52] 


Pause the game, then press ®, ©, EIE, ۰ 


To enter the following cheats, go to the Options 
Screen from the menu, then go into the 

credits screen, and enter any ofthe following 
codes. 


ғ 


sponsored by 


“CODES AND W 
BIG PRIZES! 


Each month we'll pick the best code 
sent in by our loyal and intelligent 
- readers and send that person a brand 
spankin’ new copy of AGETEC's hot 
t. destruction game for the PlayStation, 


Armored Core: Project Phantasma or, if , 


you're funky-funky, fresh, AGETEC’s 
ات۸6‎ Sphere 360 (you decide). But 

` wait! That's not all: if you act now, we'll - 
also include AGETEC's super stylish 

` ASCii Grip one-handed controller for 
the PlayStation, for your controlling 


pleasure, PLUS twelve (12) free issues of ` 


- the best, the first, monthly dedicated 
PlayStation magazine, PSExtreme, of 


: for just a code; what are you waiting 
for? 


` WE HAVE A WINNER! 


" Hmmmm. What d wonderful and 


pleasent code we got in the mail from a ۳ 


nice person who called himself “The 
Professional" from Holdridge, NE. Well, 
Mr. Professional, whatever your true 
4' identity may be, you are this month's 
` code contest winner, and how. 
Congratulations and salutations. 


: DieHard Trilogy 2 


Ф Skeleton Mode 


First, pause the game. While paused, hit: Ө, » : 


Big Head 

First, pause the game. While paused, hold 
- down EE then let release and hit KEM, 

N, +, +, @, @ 

Invincibility 

First, pause the game. While paused, hit: ©, 
` 6,۵ 

First person shooter mode in movie mode 
'. Quickly hit: Gy, O, ۰ 

Level Select 

At main menu, hit ШЕШ, 1558, ©, ©, ©, ۰ 


eligible to win are employees of Dimension Publi 


family, pets and anyone they talk to or know of. Dimension Publishing reserves ` 


the right to make any and all decisions regarding the contest, One winner per 
Hy. month will be chosen, at Dimension Publishing's discretion, based on the code 

or trick supplied by the entrant. If you win but do not specify, Їп your code 

green whlch prize you want to receive ther we Wil aes ОЕ 


1, Welcome to the Game Shark section. Each month we'll list the A 
newest and coolest codezright here for your cheatin pleasure. |, 
Warning: These codes won't work without a Game Shark. For 71 


the latest codez and info, get on the internet and check 
www.gameshark.com, www.cmgsccc.com or 
x www.datel.co.uk, If you find a code doesn't work, you may 
» needto upgrade your Game Shark. Check your instruction 
»manual for details. 
(Most of these codes are “unofficial” and may or may not work . 
correctly at all. Use at your own risk.) n 
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۰... 8 
80046898 
D2046B9A 
80046292 

D2046BA0‏ موم موه 

80046BA0 
D2046BA2 
80046BA2 
E2046BA4 


UNLOCK ALL CHARACTERS 


‘UNLOCK ALL GOODIES 


E204757C 

3004757C 

20 4 

8004666С 

D20D364E 

800D364E 
DIEHARD TRILOGY 2 (GS V3.2) 


"HAVE FRAG GRENADE .......... 
а 80101р08 
.E008C5AD 
80101рос 
..E008C5AD 
80101D10 
.E008C5AD 
80101CB4 
..E008C5AD 
80101CB8 
.E008C5AD 
B0101CBC 
.E008C5AD 
80101cco 
AMMO SHOCK RIFLE...E008C5AD 
80101CC4 

AMMO FLAMETHROWER .E008C5AD 
80101ccs 


HAVE INCENDIARY GRENADE 
HAVE PROXIMITY MINE . 
INFINITE AMMO SHOTGUN . 
,INFINITE AMMO МР5. 
INFINITE AMMO LAW 80. 
INFINITE AMMO JACKHAMMER . 


801025E0 
HEADS POP OFF WHEN KILLED...E008C5AD 
801025р8 


801F8B4C 

E008C5AD 

BO1FBBAE 

E008C5AD 

, 80024824 
SHARP SHOOTING CODES 

INFINITE HEALTH EO008C5AD 

800FA870 

. ۰50080520 

800FA888 

-..E008C5AD 

800FA88C 


INFINITE BULLETS PISTOL .. 
INFINITE BULLETS SHOTGUN 


800ЕА894 

BULLETS JACKHAMMER E008C5AD 

800FA898 

INFINITE BULLETS SHOCK RIF..E008C5AD 
800FA89C 

‘INFINITE BULLETS 
9 800ЕАВАО 
+ . 500805270 
FA8F4 00(01 


‘WEAPON MODIFIER 


EXTREME DRIVING CODES 
INFINITE NITRO ۰ .E008C5AD 
INFINITE HEALTH 


INFINITE TIME . 

“ 800FC038 647C 
NOTE 1: WITH THIS CODE, ИНЕМ YOU FIRST 
START, SWITCH TO FIRST PERSON MODE THEN 
BACK TO THIRD PERSON PERSPECTIVE, AND YOU 


WILL HAVE A SKELETON BODY. 


; E ко 


page 


Er 
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M^HOT SHOTS GOLF 2 (GS V3.2) 


Start a new Game, then select the it’s No 
Picnic difficulty and press ۰ 

At the Choose Level screen, let the quick 
cinema end and then press ИШ, +, +, 
¥, +, €, €, 4 and КЕШ. 


At the main screen select the One Player mod, 4 


then press and hold ®, ©, ШЕШ, LE, Select, 
+, and Ө. 


Pick Cyrus and enter MARDUK as the ۰ 


Pick any skater and enter ROCKSTAR as the 
name. 


Enter the following code at the main menu. 


Press ©, O, ШЕШ, EES, ©, ©, O, >, > and €. 
Pick АХ! and enter ZAXIS as the name. 


Enter the following code at the Press start 
screen, Press Ф, 4, ¥, ¥, +, >, +, >, KEN, KIB 
on controller two. if entered correctly you will 
see а message which says Advanced Mode. 


Complete sneaking mode with the best time іп $ 


all thirty time attack levels, 
to unlock a photo session with Mei Ling. 


Begin a new match, then press + СЕ + 
© during your turn to view the path of each 
ball. 


Enter CW12 4AP as a name for either player. 


Begin q new match, then press + СЕ + 
® when it’s your turn. 


Successfully complete championship mode 
without using any tokens. 


Play track two or higher of the game cd in an 
audio CD player to hear sound samples 
and music from the game. 


Pause the game, then press Ф, Ф, $, ¥, €, >, 
<. *, 6,9, 6, ©. 


اس سس ڇڪ 
Send all code submissions to:‏ 
EXECUTE‏ 
Dimension Publishing‏ 
Chess Drive, Suite E‏ 1175 
Foster City, CA 94404‏ 
or emdil us dt:‏ 


DRBENWAY 


49ers '94 GOLD RUSH 

49ers “88 CALL ME SALLY 

All-Madden team TEAM MADDEN 

Bears 85 DOOR NOB 

Bengals “88 PT MO MEN FOGET 

Bills 90 SPOON 

Broncos “97 EARTH PEOPLE 

Broncos ‘86 BLUE SCREEN 

Browns '86 KA ME HA ME HA 

Chargers *81 BUILD MONKEYS 

Clowns (fantasy team) CARNEYS 

Comets (fantasy team) ONE SMALL STEP 
Colts ‘95 PREDATORS 

Dolphins ‘85 CHICKEN 

Dolphins ‘81 15 MORE MIN 

EA Sports Team WE ARE THE GAME 
Giants ‘90 PROF SMOOTH 

industrials (fantasy team) IN THE FUTURE 
Junkyard Dogs (fantasy team)MAD MADDEN 
Madden Millennium team TIMELESS 
Marshall’s (fantasy team) COWBOYS 
Monsters (fantasy team) KTHULU 
Mummies (fantasy team) WRAPPED UP 
NFL Millennium team ALL TIME BEST 
Packers ‘97 TUNDRA 

Patriots ‘76 HACK CHEESE 

Praetorians (fantasy team) DO AS WE DO 
Raiders ‘76 GAMMA LIGHT. 

Raiders ‘72 GET ME A DOCTOR 

Steelers ‘95 STEAM PUNK 

Steelers ‘72 DONT GO FOR2 

Sugar Buzz (fantasy team) TREMENDOUSI 2 
Tiburon (fantasy team) SHARK ATTACK 
Toy-makers (fantasy team) XMAS FILES 
Vipers (fantasy team) PLAY WTH HEART 


Fish in every location and stage in the World 
Monsters Mode to unlock the Free Credits 
option. 


Go to Time Trial mode and type YES as a code. 


Then, type TOON IT UP as a cheat. 


Go to Time Trial mode and type YES as a code. 


Then, type LOTSOFGEAR as a cheat. 


Go to Time Trial mode and type YES as а code. 


Then, type MONKEYBIKE as a cheat. 


Go to Time Trial mode and type YES as a code. 


Then, type ABDUCTION as a cheat. 


Go to Time Trial mode and type YES as a code. 


Then, type JACKED IN as a cheat. 


Go to Time Trial mode and type YES as a code. 


Then, type BIGFLOATER as a cheat. 


Go to Time Trial mode and type YES as a code. 


Then, type EDOMRORRIM as a cheat. 


Go to Time Trial mode and type YES as a code. 


Then, type LOTSOFFEAR as a cheat. 


Go to Time Trial mode and type YES as a code. 


Then, type GOOBERS as a cheat. 


Go to Time Trial mode and type YES as a code. 


Then, type TYREFRAME as a cheat. 


3 
WELL, THERE GOES THE WHOLE QUIET, 


STEALTH APPROACH 


IE COUNTRY 5 MOST POWERFUL SECRET WEAPON IS BACK. GABE LOGAN RETURNS FOR ANOTHER HIGH-EXPLOSIVE,. 
ACTION= ТЕ ИЛТТЕ PLU MISSION. WITH MORE WEAPONS, MORE THAN 20 NEW INTENSE 
[ey ANY 20, TW DEATHMATCH ARENAS! PLUS, YOU CAN PLAY AS GABE OR LIAN XING ON DIFFERENT LEVELS. 
HAT;S-MORE, TRI GER AND BADDER 2-DISC SET DELIVERS A PLOT-TWISTING STORYLINE THAT WILL HAVE YOU 


BELIEVING NOTHING AND TRUSTING NO ONE: SO.LOCK AND LOAD, SOLDIER. BECAURE GABE IS! BACK TO KICK ASS AND 
TAKE NAMES. ON SECOND THOUGHT, SCREW THE NAMES 


6 www. pp prior و‎ 


۱ مها 
3i aqu ۳‏ 


be ۳0۱۱ ی‎ fs „ед 
-—1 j deos یبا‎ Seas 


- MORE aere 


EXERCISE YOUR TRIGGER FINGER WITHTHE STANDARD ISSUES LIKE THE TASER, 
M-I6 AND NIGHTVISION SNIPER RIFLE. AS WELL AS NEW WEAPONS LIKE THE 
TEAR GAS LAUNCHER, CROSSBOW, COMBAT KNIFE, RAPID FIRE SHOTGUN AND MORE. 


. “TRAIN DE, VOLK OV. ny. BIOLAB ESDAPE, MOSCOW DISCO, ИШК YORK ۲ 


7 м, * yw š 
„Зэр әл ел үө K. Q СЕА E у 1 
T phon iter, 989 dd and The Tos Togo are Tradem: E e alae 
„Улт ‚ š L. RP 00у cour E. n Inc. Pay dithe PlayStation opos dfe registre uter Entertaiment inc. 4 
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"MEMORY CARD > 


MEMORY CARD ` 


Mr. Donuts), bathroom, arcade and, most 


importantly, videogame shopping to break 
up the monotony. I owe our second 
PlayStation2 to these guys and would be 
remiss if I didn’t mention them in the 
magazine: James Skerman, Andy Court 
and Nicholas Carr, thank you for your help 
and company — you guys are too cool! 
The highlight of the afternoon was the 
trucks pulling up and unloading box after 
box of the hardware, games, and 
peripherals as we watched with 
anticipation. 


As the day wound down into the late 
afternoon, the unspeakable happened. 
A store clerk accompanied by a group of 
policemen went from person-to-person 

and group-to-group in line 
informing them to disperse 
until after business hours. 
Apparently, the crowds 
were growing so large that 
they were blocking the 
sidewalks and creating a 
hazard. Talk about having 
the wind knocked out of 
you! Everyone looked 
around, unsure of what to 
do next. Some of these 
people had already been in 
line for 24 hours and the 
thought of just packing up and leaving was 
enough to make them steaming mad (well, 
at least me anyway — most Japanese are 
just too polite). As 1 angrily packed up my 
backpack and grabbed the square of 
cardboard I had been using for a seat, my 
newfound friends declared they weren't 
moving. And, if they weren’t moving, then 
I wasn't going to either, darn it! So, instead 
of dispersing, we annoyed the shopkeeper 
and decided to stay put as the police 
moved on to the next line. It turns out we 
weren't alone. Most of the line stayed put 
as well, but things got uglier as night fell. 


When darkness came to the Land of 
the Rising Sun, people grew restless. Any 
semblance of a line was long gone and 
there were crowds, no, throngs of hopeful 
PS2 purchasers and on-lookers alike 
hording the storefronts. It didn't help that 
there were PS2 kiosks in front of every 
major store with playable PS2 games and 
demos, including GT 2000, Ridge Racer V, 
Kessen, and Drum-Mania. 1 felt dejected 
that I had spent 13 hours in line just to 
be back at square one. Dave was 
depending on me to bring back a few PS2's 
(let's face it, my job was in jeopardy) and 
it was utter chaos. Rumors started 
circulating that my store only had 300 
units and even less software. Looking at 


My buddies from the UK. Sorry 
your head got cut off, Andy. 


Well, the day finally came! As cold, 
tired, and wet as I was, the thrill and 
excitement of grabbing a PlayStation2 on 
launch day (March 4th) in Japan was 
enough to overcome every feeling other 
than pure exhilaration. 


It was a long day, and an even longer 
night, as kids and adults alike gathered in 
the streets of Akihabara (a.k.a. Electric 
Town) in sleeping bags and makeshift tents 
— as early as two days in advance! Not 
wanting to blow the chance to get one 
or two (or three or four) PS2’s for the 
magazine (ok, for myself, but I leave it on 
my desk at work, really!), I felt a surge of 
panic when I arrived on Thursday, March 
2nd, and saw the lines already forming. 
Too tired and jetlagged to 
get in line that night, I 
took my chances and 
got a good night's sleep 
— at least until three in 
the morning when my 
body clock woke me (1 
forgot to take 
Melatonin). 


Two sleepless hours 
later, when 5:00 am hit, 
I packed a bag, grabbed 
the cash I had previously 
exchanged for Yen the day before, and 
headed for the subway. When I arrived 30 
minutes later, it was dumbfounding to see 
that the small lines the night before had 
grown to thirty to forty people already 
in line at each store — with still a full day 
and a night to go! When mid-afternoon 
finally came, the store line 1 had chosen 
(basically the only store that had an 
English, "Gajin," sign stating they had not 
been taking pre-orders and would open 
up for business on the 4th at 9:00 am) 
was already four blocks long. Thankfully, 
at that point, I was about the 30th person 

in line. 


Luck was on my 
side that day (believe 
me, friends and family 
know I have terrible luck 
when it comes to 
traveling abroad) as a 
group of hardcore 
gamers from the UK 
joined me in line right 
after I got there — 
strength in numbers, 
you know. We devised 
a plan where there 
would always be one of 
us constantly in line to 
allow the others time for 
food (McDonalds and 


when I approached. Otherwise, they 
would have sent me to the back (which 
was about 5,000 people long at this 
point). 


As I walked up the stairs to purchase 
this new machine, I felt a mixture of 
excitement, elation, and adrenaline 
pumping through my body. As nerdy as 
this sounds, it was a very monumental 
occasion to be present at such a ground- 
breaking launch. If there was ever video 
game history in the making, this was it. 
My last hurdle was purchasing the system, 
games, and accessories (extra Dual 
Shock2, Vertical and Horizontal Stands 
and Component Cables). I was still a bit 
unsure if they would sell the system to a 
foreigner (more rumors had circulated 
through the night regarding the possibility 
of the units only available to Japanese $ 
residents, as well as the possibility of | 
getting them taken away at customs). 
Well, it all went off without a hitch, I 
bought the one system with RRV, SF EX3, 
and Eternal Ring (only one per customer) 
and then hightailed with a skip in my walk, 
a smile on my face, and a PS2 under my 
arm to the other line where my jealous 
but cool friends were waiting. 


The second system and peripherals 


were bought two hours later without a [А 


hitch (although, the stands and cables 
were on short supply) and I was a happy 
camper. As it turns out, most stores sold 
out of the hardware that afternoon, bu 
some were restocked on Sunday. The 
official sales figures released were 
980,000 sold through in Japan by 
Wednesday the 8the — an industry 
record. Was it worth staying up and 
suffering through for 28 hours? Hell, yes! 
It was a great experience to be there, on 
the street in Japan, and just as excited 
as the next guy. All of these people had 
come together for their love of video 
games and the Sony PlayStation and i 
was impossible not to catch the buzz. 
When all is said and done, the 
PlayStation2 is an amazing system. While 
the first batch of titles might not be the 
end all, they are (at the very least) a taste 
of what is to come. 


on Everest with four toes lost to frostbite 
or anything, but it was cold nonetheless! 


My next big break came around 
midnight, when another shopkeeper for 
a larger store (SofMap) just down the 
block started shouting to the crowd in 
front of his store. Apparently, they weren't 
allowing anyone to que up until the 
witching hour and the race was about 
to start. I was startled awake by Andy 
who had heard my weepy woes earlier in 
the day of how I really, really needed to 
get two systems. He told me to go for it 
while he held my place in line, so I took 
the opportunity and ran over to the store. 
Again, the crowd surged as two store 
employees took off running down the 
block and, again, I was swept up along 
with them. This time it worked out even 
better than the last, and when the dust 
settled, I found myself about 20 people 
back. Talk about good 
luck. The rest of the 
sleepless night was spent 
walking back and forth 
between both lines (a 
nice Japanese kid 
watched my place in line 
in turn for hot tea every 
time I got up) and 
walking down to the 
FamilyMart to soak up 
their in-store heat. 


When morning 
finally came, I was so 
happy, yet cold and 
exhausted, that I was 
not ready for the last and 
final leg of my journey. 
It just so happened that 
atthe time I was to get 
my ticket redeemed in 
one line, the other line 
was going to be let in. 
My nerves were on end, 

my legs were asleep and, I'll admit it — 
I was a bit smelly. I started running back 
and forth between the lines to see what 
was happening. My plan was to give up 
on one for the other if need be — 
whichever happened first. As 6:45 am 
became 6:50, I could hear the 
megaphone man shouting directions 

in the SofMap line. I should be in 

that line! Instead, I was waiting for 

the shop keeper to show up with 

the tickets. 6:51, 6:52. 6:53, finally, 

he showed up at about five 'til 
seven. I still had a chance. I grabbed 

my ticket out of his hands (I know, P 
jerky American, but you would do 

the same) and sprinted for the other 

line. No joke, just as I got to it, my MW 
set of four people were being let in. 
Luckily, my friend with the tea held 

my place in line and let them know. 


> 
ED 
бат Saturday morning. Things are 
getting crazy. 


the crowd (and what was left of the 
makeshift line), it was evident that there 
were upwards of two to three thousand 
people gathered around our little 
storefront. It was the second time that 
day my heart sank. 


What happened next I will never be 
able to explain. Call it clean living or just 
dumb luck (must be the latter), but I 
decided to take a break and grab a Kirin 
hot chocolate from a vending machine 
down the street — one of my more 
important major finds of the day. As I 
pushed through the crowd, a store clerk 
came out with a megaphone and started 
shouting. Of course, I barely know the 
basics of Japanese and had no idea what 
he was saying. But, whatever it was, it 
got the crowd in an uproar. The next thing 
knew, the mob swarmed in one direction 
and I was carried along with the tide. It 
turns out, the shop 
6606۲ told everyone to 
form a line, three deep, 
from a certain starting 
point where I happened 
to be standing about five 
feet from. Luckily, my 
friends saw what was 
happening and managed 
to get in line close 
behind me. I was now 
about fifty people back 
and was relieved when 
he (the shopkeeper) 
came around with 
tickets. These tickets 
(mine was number 56) 
were basically the first 
step to guaranteeing you 
got a PS2. With this 
ticket, we were told (well 
someone was told and 
then someone who 
spoke English told us) 
that we needed to be back 
in line between 6:30 and 7:00 am to get 
another ticket. If we showed up on-time 
and traded this ticket for the other ticket, 
then we could redeem the second ticket 
at 9:00 when the store opened for a PS2. 
Happy to have a ticket, my friends decided 
they weren't taking a chance by going 
back to their warm and snug hotel rooms 
— they were going to stay for the long 
haul. Not wanting to desert them, or mess 
up in some way that only I can, I grumpily 
got back in line and huddled up in my not 
very insulated Acclaim fleece pullover — 
so much for quality swag. As 8:00 pm 
became 9:00 pm and it got later and 
colder (the temperature had dropped 
down to a chilly 38 degrees and was 
predicted to go even lower), I started 
to lose the feeling in my feet. Okay, it's 
not like I was hanging from "camp three" 


Developer: Namco 


the “Standard” class. After winning that 
trophy, four competitions become 
available in the “Extra” class. You beat 
these and you beat the game. That’s it! 
You can compete on three different 


difficulty levels and get a few new cars 
and engines, and you can paint your car, 
change the wheels and look at your 
trophies, but you will be doing it on the 
same basic 6-7 sections of track that you 
have been ripping up in the same 
Standard and Extra competitions. Again, 
not unlike previous Ridge Racer games, 
but, with only Eternal Ring to play (I don’t 
do fighting games), I was hoping it would 
be a tad longer. 


Be that as it may, Ridge Racer V still 
looks and plays great, it’s just very, very 
familiar. 


Obviously, this 
is the “must-buy” 1:1 

j title in the PS2's 

cal] /aunch lineup. It will 

=| | give you about 8-10 

| hours of gameplay. It 

=| | /ooks great, but not as 
| good as it could, plays 
great, but not as long 
as it should. 


As the marquee title for the Japanese 
launch of PlayStation2, Ridge Racer V 
is indicative of what you would expect of 
a first generation title; The look is all-new 
and the gameplay and courses are all old. 


Given the fact that the lead time on 
this game was incredibly short, Namco 
has done a great job of showing off the 
tip of the PS2 technical iceberg. While 
it takes tracks from previous RR games 
and gives them some new wax and a 
good polish, it seems to be missing the 
“Emotion” part of the PS2 promise. Maybe 
it’s just me, but I was expecting to see 
things occur that would bring the racing 
environments more to life: leaves blowing 
across the road as your tires kicked them 
up, trees swaying in the breeze, flags 
waving, waves rolling on the beach, etc. 
But, the game does offer incredible car 
models, some very cool (if somewhat 
faked) environmental mapping, great 
lighting, very cool night driving, sun and 
color effects and speed, speed, speed. 
There is no question that it is the best 
looking racing game to ever appear an 
any system, but you have to know that 
people are expecting the PS2 racing 
games to do everything... even fill up 
their tanks! And for those of you that have 
read elsewhere that RR5 doesn’t look any 
better than a Dreamcast racer, don’t 
believe it. I have had Speed Devils 
(arguably, the DC's best looking game on 
four wheels) running side by side with 
RR5 and there is absolutely no 
comparison. Speed Devils just looks pale 
and flat next to Namco’s new machine. 


The game plays a lot like RR4, with 
what seems to be an almost endless 
succession of four race competitions 
where you have to finish 

no lower than a certain 
place in the fourteen 
car field. If you make it 
through the four race 
Grand Prix, you will 
receive a trophy and, 
from time to time, a 
new car/engine. You 
begin by competing in 


Publisher: Namco 
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buddy to come in and, hopefully, clean up. The 
game’s main mode is its Original mode, where 
you pick from the typical roster of fighters and 
jump right in to a surprisingly short, six stage 
cycle. In this mode, each match (which is the 
standard two of three) is a bit different than 
the last, comprising of three-on-one, two-per- 
team tag battles, one-on-one and team battles. 
Each time you defeat an opponent(s), you are 
given the option of recruiting them to join you in 
your quest. Up to three partners can be recruited 
throughout the game and you can select from 
your roster who you want to join you before each 
bout. The other fighting modes in the game 
include Tag Battles, Team Battles, Dramatic 


Battles, Four Player matches and, probably the 
most interesting of all, the Character Edit mode. 
An extension of sorts to the Expert Mode which 
appeared in the first two PS EX titles, the 
Character Edit mode sets you up with a generic- 
looking fighter named Ace, who starts out with 
no special moves or abilities. As you complete 
a set of specified tasks, you'll be given experience 
points with which you can trade in for special 
moves, supers, combos, etc. You can then use 
your beefed-up fighter in any of the game's other 
modes. 


As far as graphics go, SF EX3 doesn't raise 
the bar, but it does manage to look clean and 
sharp. The backgrounds seem 
to be a mixture of 2D/3D. 
hybrids and the characters 
themselves look a bit blocky 
and, to be honest, a little 
goofy. Some of the special 
effects on the later fighters 
are especially impressive, 
but overall it’s easy to tell 
the game was rushed. 


Publisher: Capcom 


Having the distinction of being a launch title 
can Бе a double-edged sword. While it's great to 
be out the same day with the box, your title is 
going to be under greater scrutiny due to the fact 


that there isn't much else to play. Not to mention 
the fact that a super-short development time can 
only lead to cutting corners. Capcom's Street 
Fighter EX3 definitely suffers from this malady, 
as the game doesn't offer anything truly "next 
generation" in its package. 


This is not to say that it’s not a good game 
as far as Street Fighters go. It carries on the 
SF lineage quite well, bringing together such old- 


school favorites as Ken, Ryu, Blanka, Dhalsim, 
Chun Li, Sagat, and M. Bison, as well as some of 
the newer characters that have been introduced 
in a variety of the other Street Fighter titles in 
the past, including the other 3D EX games (SF 
EX + Alpha and the upcoming SF EX2) as well as 
the 2D series. 


Developed by Arika (the makers of all of the 
PlayStation EX games), SF EX3 adds some new 
twists and modes to the genre. Continuing the 
newest rage of adding a tag-team element (similar 
to the Vs. Series), it's now possible to switch 
between pre-selected characters in specified 
matches. If you are low on health or taking a 
particularly bad beating, you can call on your 
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As with all Street 
| Fighters, the PlayStation2 SF 
| | EX3 plays best as a two-player 
| affair. While not particularly 
lacking in any one area, like most 
| of the PS2 launch titles, it just 
doesn't scream next generation. 
Still, most likely we'll see this 
| game show up with the US 
system on Day One. 


phrases and they haven't helped 
me in de-assembling the game’s 


plot.) 


Your quest revolves around the 
pursuit of these Rings and the magic 
that you can create by combining 
them. To this point in the game (two 
days worth of gameplay), I have 
received/built the Fire, Water and 


Wind Rings — they all can be used 
as different weapons and shields. 
The environments run the gamut 
when it comes to their relative 
beauty — from bland to stunning, 
and the lighting and special effects, 
while only a hint of things to come 
on PS2, are used to enhance the 
believability of the environments. 


line 


Well, the biggest hardware 
launch in the history of video games 
has come and gone and what we're 
left with are the games. Or, more 
specifically in this case, Eternal Ring. 


Those of you that were around 
for the Japanese PlayStation launch 
in 1994 will remember a title called 
"King's Field"; Eternal Ring is the 
same type of game, with a little 
of the PS2 high-tech spit and polish 
applied to it. Notice that I said "a 
little”. While none of the launch titles 
come close to capturing what we 
will ultimately come to know as the 
"Emotion Engine", of the three ‘real’ 
launch games (RR5 and SF Ex3 
being the other two), Eternal Ring 
shows off the least technical muscle. 
Of course, it is still a beautiful game 
— just a little on the stiff and static 
Side. On the other hand, it is the 
only game of the three that can 
claim to being somewhat of a new 
experience. 


For the uninitiated, Eternal Ring 
is a first-person RPG in the classic 
tradition, with Hit Points, Magic 
Points, spells and the like. Much like 
its predecessors, KFI and KFII, it is 
a slow, plodding affair. That is, until 
you beat the first boss and receive 
the ability to run, then the pace 
picks up. You must defeat enemies 
to build up your HP and MP, collect 
health power-ups and the like. You 
begin by exploring a small cavern, 
after which you journey to your first 
village. From here, you enter a 
castle hidden in the walls of the cliffs 
that surround the village to take on 
your first major adventure in the 

game — only to return 
and find that the evil 
one has torched the 
village and killed all of 
its inhabitants. (You'll 
have to forgive my 
cribbed plot — I know 
approximately five 
different Japanese 


ottom 


Eternal Ring is just the 
kind of title you expect to see 
at a hardware launch — an 
attractive, decent game that 


anybody that 


won't offend 


purchased the system on day 
one, but that you wouldn't spend 
a whole lot of time with if it was 
released after the first year of 

(A the platform's life. 


Developer: Koei 


combat first-hand. Like the Mel Gibson flick 
Braveheart, these warring factions mix it 
up in intense melees, both on horseback 
and on foot — although the bloody gore 
factor is nil (we get glowing green bursts 
of light, instead). Besides the major 
skirmishes, even the commanders will enter 
the fray, with pleasing-to-the-eye joust- 
like duels. All outcomes are decided on the 
overall strengths and attributes of your 
army and leaders, as well as the number 
of men (and women) left standing. 


For US gamers who took the risk to 
import this game from Japan, the 3D battles 
are definitely the meat and potatoes of the 
game. Koei didn’t skimp on the poly counts 
on any of the characters and the in-game 
cinematics look almost as good as the 
detailed CG cut-scenes. 


I'll be honest, folks. I don't know what 
the heck is going on in the game. I played 
it for around three hours and managed 
to have some success and progression, 
although I think it was more due to luck 
and an early difficulty factor than knowing 
what to do. The navigation, map and option 
screens are littered with Japanese text — 
each having a variety of choices and options 
to sort through. If you don’t have any basis 
or understanding of Japanese text (which 
I believe is Kanji), you might want to shy 
away from importing this game. While it’s 
not confirmed, it’s pretty much a safe bet 
Koei will take the time and effort to localize 
this product for the US launch. 


Besides From Software's Eternal Ring, 
Kessen is the first title to have the distinction 
of being on a silver DVD Rom, versus the 
dark blue CDs the other launch titles come 
on. This is likely due to the massive 
amounts of character 
animation and CG 
cinemas found in the 
game. If anything, 
dropping Kessen into the 
drive and booting it up 
for your non-gaming 
friends is sure to 
produce a set of “oohs” 
and "ahhs." 


Publisher: Koei 


If there is one thing Japanese developer 
Koei is well known for, it's their ancient and 
historical Chinese strategic battle 
simulations. Almost everyone knows about 
the Romance of the Three Kingdom series, 
which has garnered quite a cult following 
in the States over the years. Their popularity 
in Japan is even greater, with sequel after 
sequel produced on just about every system 
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made. So, it was no surprise to us when 
they officially announced last September 
that they were working on Kessen — yet 
another historical strat/sim to be ready for 
PS2's launch. 


What differentiates this game from just 
about every other similar title ever produced 
(including PC), is it thrusts the player down 
into the battlefield to get a taste of the 


ottom l ine 


It's really hard to put a numbered 
| rating to Kessen without having the knowledge of 
| exactly how the game plays. On looks and 
presentation alone, Kessen is sure to score high, with 
massive 3D battles and smooth character interaction/ 
animation, As far as how deep the strategy element 
knows, only someone with a good knowledge of the 
Japanese language is qualified to comment, With that 
| said, Koei's Kessen will have to wait for a review. 
with its anticipated US release, 
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Developer: SCEJ 


many and you have to start the level over. 
Of course, it's a bit more complicated than 
that. There are only certain colors you can 
lock onto at any given time and, if you're 
talented enough and your timing is right, 


you can create a string of Daisy Chains, 
creating secondary and tertiary explosions. 
Lastly, similar to Tempest 2000, you can zap 
in and out of bonus areas by spelling out 
the word “Starmine” during the course of a 
level. These bonus levels are time-based, 
and you're graded on how many fireworks 
you can lock onto and explode before the 
timer counts down. 


There's no arguing that Fantavision looks 
beautiful. It’s colored firework effects are 
brilliant, lighting up the sky with a full 
spectrum of amazing hues. In my opinion, 
the game's coolest feature is the replay mode 
where you can, at the touch of a button, 
add a variety of effects — including four 
variations of rain and snow, multiple 
sweeping camera perspectives and a few 
different special effects (blurring, mood 
lighting, psychedelic motion, etc.). The last 
thing worth mentioning is the overall 
presentation of the game and packaging. It 
looks like an Intellivision/Atari game circa 
‘77, complete with the requisite family at 
home in front of the egg-shaped TV. 


line 


bottom 


I'm sure some company 
(maybe even Sony) will pick up this 
title for the American launch this fall to 
fill out their line up, but will it be worth 
the purchase? I think that this is a game 
that might appeal to the newcomers, 
who aren't typically gamers but will be 
buying the PS2 for all the other things it 
will do. Otherwise, the hardcore ranks 
will probably want to stay away. 


Publisher: SCEJ 


It typically happens with every console 
launch — the first few software titles hit the 
shelves and then it's slim pickings for 
agonizing weeks and months at a time. In 
the interim, between the biggies (such as 
Tekken Tag Tournament and Dead or Alive 
2), we're left with filler like Fantavision — 
an "interesting" "game" out of Sony of Japan. 


I can see how it went down; "Hey, that 
was a cool fireworks demo we wowed 
everyone with at the unveiling. Let’s take 
the effect and make a game around it!”, said 
one developer to another. “Okay, why not? 
We need to give our users something to play, 
and we can make a quick buck too!”, the 
other exclaimed... And there you have it, 
the genesis of Fantavision! 


Ithink Dave said it best, but I didn't 
want to admit it at first. He predicted the 
game would be nothing more than a pretty 
screen saver. I balked at him, wanting 
desperately to believe the title would offer 
a cool mix of puzzle elements with striking 
special effects. In the end, he was pretty 
much right-on, although, as shallow as the 
game is, it's actually fun for at least an hour 
or two. 


The game plays like a reverse Missile 
Command on auto-pilot. Basically, on each 
level, wave after wave of fireworks are shot 
off into the night sky (or the Earth's 
atmosphere, etc.). As they reach the pinnacle 
of their trajectory, and are just about to fizzle 
N out (like the many disappointing duds we'd 
get in every box on the Fourth of July as a 
m kid), you need to set them off. To do this, 
you take your floating cursor and aim it at 
each one, lock-on to it with a press of the 
button, then ignite it with another button 
press. It's fairly straight forward and easy 

to pull off at first. The catch 
is — the longer you wait 
to set them off, the more 
you can (in theory) lock 
on, resulting in strings 
or chains of erupting 
fireworks. If you wait too 
long, you will lose out 
and will miss them as 
they disperse into the 
atmosphere. Miss too 
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As forms of escapist entertainment which 
appeal mostly to young males, comic books — 
and videogames are closely related. Yet, as 
intertwined as they are, it is amazing that most 
videogame designers have been unable fo do justice 

р to comic book superheroes. Spawn, The incredible Hulk, 
The Fantastic Four, The Crow, Batman — these names litter 
` the bottom of our ratings charts. So excuse me for being pessimistic 
when i learned that a Spiderman game was in the works. 


~ Now that i've got my hands on a preview copy, 
however, i can only say... wow! This game is going to be 
u awesome! (Oops! There i go again... getting my hopes ир!) 
\ Spiderman does have a few rough spots, but nothing major ` ` 

| and nothing which looks like it will otherwise derail the 


if i created a Spiderman game irom scratch, Ра 
definitely include the Daily Bugle and other New York city 
buildings which Spidey will be able to climb up and swing 
between using а web line, Along with assorted goons and 
| hugo, you've got fo have a few big-name villains such as 
| Dr. Octopus, Lizard, and Scorpion. His spider sense has got 
‚ Š to tingle when danger is near, апа it goes without 
rere 2 72 —— - saying that he should be qble to use his web to 
> | trap the bad guys. Spiderman has to keep ahead of the law, and he’s got to be strong 
| enough to lift large items over his head (is he strong? Listen, bud, he’s got radioactive 
blood!). i'd expect that his combat style would be agile and acrobatic, and Ра also 
| expect him to make wisecracks in tense situations. 


Neversoft has managed to include all these major elements of the Spiderman 
mythos and, most importantly, they have created an extremely playable game out of 
it! A big problem with many prior efforts was that the exploration/puzzle solving 
portion and the fighting/action portion didn't mix well. That isn't the case here — after 
climbing fo the top of a building, you'll be able to immediately punch, kick, grab, 
and otherwise thrash the bad guys on the roof before swinging your way across fo the 
next structure. inside the buildings you can cling to the ceilings to make your way 
around unnoticed. On many games such as fhis the camera becomes unworkable, but 
even in this early version it was easy:to see where i was going (can this really be the 
Tony Hawk engine!?!). The game follows а linear storyline, but the levels seem pretty 
varied. The е preview! had me rescuing hostages, saving Jonah Jameson from the Scorpion, 

- fighting atop а moving subway, and trying to outrun missiles, to name 
a few. 


if you couldn't tell, i am really jazzed about this game. Although i 
admit i couldn’t stop thinking how cool it would be if this were Batman 
swinging over Gotham City, i ат still very glad that a videogame has 
finally captured the feel of a comic book universe. i’ve got the feeling 
PI be fighting both Dave and Greg for the privilege of reviewing this one. 


published by: Activision 
developed by: Paradox 
percent complete: 75% 
release: June 2000 
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Not to be overlooked in the shadow of Spider-Man is another Activision game based on a Marvel comic book 
character. Actually, not just a single character, but a group of characters whose comic books are the most 
successful of all-time: the X-Men! 


X-Men: Mutant Academy is a 3D fighting game featuring 
ten playable characters: Wolverine, Cyclops, Gambit, Storm, 
Beast, Phoenix, Toad, Mystique, Sabretooth, and Magneto. 

-Although the preview version featured only a rooftop brawl 
between Cyclops and Wolverine, the final game will include 
fighting arenas set in several classic comic book locales. At 
this time, it is unknown whether there will be any interaction 
with the backgrounds. 


The story, such as it is, goes something like this: 
Apocalypse has challenged the X-Men to a battle to end 
all battles. in order to prepare for this fight, Professor X 
sets up training scenarios to teach players how to hone their 
skills. Each character has different mutant powers 

۳ which can be utilized against their opponents. Those 
of you familiar with the Street Fighter series of fighting games will feel right at home with 
the controls, but even button-mashing newcomers will be able to get into the game easily. 


The fighting is fast and fluid with some cool aerial acrobatics and special effects. 
Although the action in X-Men: Mutant Academy is limited to a single plane, the characters 
and backgrounds are rendered with polygons for a nice look. Perhaps the final version 
will allow some lateral movement, as this preview copy did not let us roam around. What 
good are 3D backgrounds if you can’t explore them anyway? The thudding sound effects 
of a well-connected fist or foot were pretty impressive, and there were also voice-overs 
where the characters taunted each other with phrases such as “Eat claw!” (guess who 
says that one?). We’re not certain if the final game will feature voices taken from the 
successful Saturday morning cartoon series, as Spider-Man does. As with most games 
of this type, X-Men offers a Training Mode, Arcade Mode, Survival Mode, and Versus Mode 
for two-player action. 


Fans of the comic book series will be expecting the classic costumes and mutant 
powers, and XM:MA doesn’t disappoint. Rumor has it, however, that additional costumes Ç 2 2 
can be obtained which replicate the look of the eagerly anticipated upcoming feature film (with Patrick EZ GES TER 
“Capt. Picard” Stewart as Professor X). Neo esses 


Fans of WuTang and the often sold (on eBay anyway), but never published, Thrill Kill will be pleased // 
to hear that Paradox is developing this version. Originally (as far back as two to three years ago), the |. 
game was in the hands of a UK-based developer, but ended up wallowing in obscurity. Activision finally 
wizened up, stopped development on the project, then enlisted Paradox to start from scratch. The results 
seen here are remarkable, considering the team had only been working on the game for three or four 

: months when it was shown to us. 
OS aN 2 S А (Le 
۱۲ 2-2 Û aE, So there you have it, fellow mutants! At this early stage, there is not much ` 
Oe سس یسم سس سیر‎ else to fell you. X-Men: Mutant Academy seems š 
4 EN | gi 4 tobea solid fighting game which will definitely appeal to fans 
\ of the Capcom v. Marvel and the Street Fighter series as well 


| Г. | as X-Men aficionados alike. 
T. M (4 fy | کم مه‎ 
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The first Nightmare Creatures caughta lot of people 
off guard. While it’s gameplay was strictly Final Fight, 
its dark, creepy environments and demonic storyline 
made up forthe’ ick ofdeep game mechanics. Produced 
by Kalisto, a talented group of French developers, and 
distributed by Activision, the game wentonto see some 
success — both critically (we gave it a Gold 92% back in 
our December ‘97 issue) and at retail, spawning N64 

and PC versions in the process. 
For those of youwho never had the chance to play 
the original, it was set in turn-of-the-century London 
«and pitted the player — as either Ignatiusthe mage, or 
ladia, a sword-wielding wench = against a mad 
scientist by the name of Adam Crowley. A warlock, 
Crowley was on a quest for a clandestine set of lost 
diaries that, in his evil hands, had the power toinvoke 
q veritable armada of demons, walking undead, 
gargoyles, werewolves and an assortment of other, 
well, nightmare creatures. After his defeat at their 
hands, i wasrestoredto London andthe dark and 


p. 


heinoust tofthe underworld was all but forgotten. 
In Nightmare Creatures H, it’s now one hundred 
years later (1934 to be exact) and Crowley has been 


published by: Universal/Konami 
developed by: Kalisto 

percent complete: 95% 

release: Nay 


— 
resurrected from the dead, even more powerful than 
before. You play as Marilyn Manson look-alike Herbert 

Wallace, a member of the Circle — an elite group 
of'men and women dedicated to eradicating 
rowley and his evil goings-on — who was 
captured, tortured, tormented and subjected 
to an unending series of freakish experiments 
by Crowley for hisown amusement. The game 
starts off with you crouched, fetal position, in 
the corner of your padded cell/room. 
Somewhere in the depths of what's left of 
your fragile psyche, youknow your friend 
and ally, Rachel, is in trouble. It’s up to 
you to find a weapon (the odd axe or 
chainsaw will do), escape, save Rachel 
and exact your revenge. 
This time around, Nightmare 
Creature II’s atmosphere and 
environments are even 
more morbid, 


darker and generally gloomier. Everything reeks of hostility and evil in the 
game, evoking the same feelings you might have gotten from watching 
the movie Seven. Wallace, the main character (you will get to play as Rachel 
only after you have rescued her at some point in the game), looks like he 
belongsina freakshow. With tufts of hair here and there protruding froman 
otherwise bald head, loose bandages wrapped around his face and arms, 
a blood-soaked trench coat, and a seriously nervous twitch to his body 
movements, it’s obvious that this guy’s been throughthe wringer. Putan axe 
in his hands and he will glad . In fact, it’s completely 
possible to dismember е! 
go down for the count 

From the short ti 


essy, but satisfying. 
е we've had with the game (and in talking with the 


wasthatitwastinear to a fault, keeping the player on a very restricted path. 
It's always frustrating when you see a door or gate and are not able to enter 
it. With the sequel, there seems to be much more freedom to explore. Each 
level is expansive in sizeand, while there might not be multiple paths, there 
are many rooms, nooks and crannies to roam and rummage through, making 
you feel like you'renot being led by the nose. In addition, there has been 
some extensive work done to the 3D engine, as well as the character 
animations. The graphics are now presented in ahigher resolution, with 
_ colored gouraud shading onthe main characters, monsters and objects, and 
the camera has been improved greatly. There is now a whole cinematic feel 
tothe game, with in-game cut-scenes that seamlessly flow from gameplay, 
to movie, then back to gameplay, andit's rumored thatthe musicsoundtrack 
will be courtesy of Rob Zombie. d 
Like the first game, the emphasis is still put on fighting, although 6 
whole combo system has been pretty much removed. While you still have 
avariety of moves at your disposal (keyed into different button presses), 
we Ww the game is more balanced with exploration and simple, bút” ` 
welcome puzzle-solving. Wallace has amuch more diverse range of ie À 


and abilities, which include climbing, clinging and swimming, and دق‎ ийге р" : . 

a variety of weapons, spells and items. It's also possible to interact with аб. т " - 
ofthe environmental objects you come across — you can now kick oVer А 3 

chairs; smash furniture and break through doors. 

When allis said and done, Nightmare Creatures II will span across eight 
different dark and gothic worlds, including the cities of London and Paris, 
subways, alleyways, castles and underwater regions. We are definitely 
excited aboutthis game; it’s great to see that there are still quite a few amazing- 
looking titles still in development for the PlayStation. Expect a full review, as 
well as a candid conversation with Kalisto, in next month's issue. 
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published by: Capcom 
developed by: Capcom 
percent complete: 100% 
release: Hay 


The year is 1989, I'm in 9th grade. І can’t drive 
and a company once known as Capsule Computing 
graces my local arcade with Strider, a little seenrun 
and gun action platformer. While Final Fight's Guy and 
Cody rose to the top of the arcade charts, Strider quietly 
sat on the sidelines only truly appreciated by the 
hardcore. Admittedly, it saw a relatively large cult 
following — and with good reason. Hiryu’s Cypher was 
ahundred times cooler than a normal ninja’s katana 
and so much more deadly. Strider could cling to walls, 
slide under attacks and call three Option attacks to his 
side. Indeed, this was one ninja thatwas as deadly as 
he looked — a badass to say the least. 


The CPS game made an appearance on various 
consoles, the most famous (and most faithful) being 
the 8-meg Sega Genesis version, courtesy of Sega. 
The NES and PC Engine both saw ports of the 
masterpiece, but U.S. Gold (now Eidos) hands down 


developed the most bastardized ‘Strider’ with a 
pseudo-sequel. Suffice to say that wasn'tthe successor 
anyone expected. Bad graphics, control and gameplay 
don't jive in sequel land. 


Fast-forward eleven years. Ihave ` 
a license to гіме, сап grow real facial "E 
hair and have been playing the real Strider КЗ 
2 for two weeks non-stop. ` 


Originally, shown in arcade 
beta form at last year's ЕЗ, this 7 
is atlong last a solid game worthy 
of the Strider moniker. Capcom has 
abandoned its love for variety, but thank the 
stars above that the publisher/developer still can 
make a straight-up arcade slash-fest. Not only is Strider 
2worthalook, Capcom's upped the ante by including 
the original Strider with its sequel in a tasty 2-disc set. 
At press time, the original Strider is the Japanese 
arcade game. What this means is that there are 
acouple of things we didn't see or hear on 
these shores the first time around 
(Strider yells with each slash in the 
Japanese rev). It’s still up in the air 
whether Capcom will alter Strider 
to match the US original release. Either way we'll 
finally geta carbon copy of the arcade piece without 
having to pull out a keyboard and Callus. 


I've become the jaded gamer in my old 
age and, shockingly enough, | couldn't help 


but to be impressed by Strider 2’s slick 
style and execution. Instead of remaining 
entirely in the nearly extinct 2D realm, 
Strider 2 strays into 3D by melding 
gorgeous hand-drawn sprites with 
polygonal backdrops. This works well and 
creates for gameplay not unlike Klonoa 
while keeping true to the Strider formula. 
Hiryu bounds from ledge to limb in jungles, 
bases, airships, and snowy-filled 
mountains. Every environmenthasthe 
Capcom touch that we love so much. 
Shell screens are brimming with 
color and hand-drawn artthat 
would be better suited on an 
oversized poster (hint, hint, 
Capcom) than the game. 


Strider, himself, has never looked so good or been so ready for action. 
Back from his appearance in Marvel versus Capcom, Strider is more than 
readyto handle the Grandmaster's minions. Not every ninja skill has made 
the transition over, buthe's already too powerful, so | can see why Capcom 
chose not to give Hiryu a full repertoire of attacks. Our agile assassin can 
dash, slide, double jump and grab to walls better than Spidey. He even has 
a new multi-hit aerial attack called the Midare-Giri and a multi-slash 
accessible only during a wall grab. But his rapid slash combos and screen- 
length cipher slice is по more. Even with some ofthe ninja's magic tricks 
absenthis current selection of attacks fits his new game well. 


Each ability will prove useful when locating the few hundred hidden 
items throughout the game. Token Capcom icons like Moby (SideArms), 
SonSon (SonSon), the cow and barrel (various games) reward skilled 
players with bonus points. Collecting bonus items and points will only 
increase your chance of scoring an elusive S ranking at the end of each 
stage. Yes, my friends, like Resident Evil, Strider 2 will grade players in 
multiple categories. Who knows what you'll unlock; well, actually, І know, 
but I'm not planning to spoil anything for you. 


Neat little icons aren't the only familiar faces. Ton Pooh, the Captain 
and the Grandmaster, among others, return for an encore battle with Hiryu. 
Assuming you win, each boss confrontation is followed by a static 2D comic- 
like panel with the aforementioned hand-drawn art. The story is advanced 
inthis manner. 


What will make Strider 2 succeed isn't the fact that Hiryu could slice а 
whole army with a couple of slashes, but that it borrows liberally from its 
predecessor. In fact, | wouldn't be far off by saying that Strider 2 is more a 
remake than a sequel, but trust me that's not a complaint. Capcom fans, 
your day draws near. Sure, most may write Strider 2 as a simple action. 
I'm notgoingto deny itis just an action, but what a game itis. We'll be back 
ina month with a full review of what is sure to be one of the PlayStation's 


last great hits. i: е 
David Castillo 
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-= hard, but well worth it. As far as being too. 


powerful — we made the use of web-attacks 


“almost necessary in thelater levels (äs they. ` 


can keep enemies at a distance, protect you ^ 


from attacks, etc.).SinceSpidey can only carry 


alimited nümber of web-cartridges, ifyou get: 


‘too excited and use up allof your webbing, you'll: : 
.haveamore difficult time ی‎ through those 


levels. . 


^Howmany "Spider-Friends" willwesee ; 


during the course ofthe game? Is Black Cat the: Er 


only: one? . 
We'vegotafew more "friends" showing up: 


‘throughoutthe gameto give you advice or help 


point youin the right direction — we're still 


:oworking on. who fits the best with our original 
т storyline: i 


Isthe whole game played outas Spider- d E 


= Manorwill we see Peter Parker in somelevels?: : 


'E That was a difficult decision for us, but when 


it comes down to it, the most fun of playing a-. `, 


Spider-Man game is web-swinging, wáll- ` 


Why Spider-Man? There. аге so 


$ many different superheroes out there, why 
таке Spider-Man game?: 
:Spider-Maris well- known dnd. 


well-loved, and everybody has been dying for. 
а great Spidey game for a long time. That 


“combined with his awesome abilities (wall- 
crawling, web-slinging, etc.) makes for à game 
«that will hopefully be furi and a big hit. i 


What“era” of Spider-Mani isthegame 


+ setin? ls this based on the Golden Age comics, 
1 oron the more recent Spider-Man books? : 
Theappearanceis based more onthe recent: 
“books, but we tried to keep most of the attitudes : 


and comedy, more old-school Golden Age stuff, 


Tellus а bit aboutSpider-Man’ s powers. 


‘How difficult wasitto incorporate them into the 


game, yetatthe same time ensure that Spider- 
: Man wasn't overly powerful? 


:Being ableto wall-crawlor web-swing: 3 
virtually anywhere is a bit of a nightmarefor ` 


level design, level layout and camera control 


=a crawling and battling super- : 
133 llains, so we keep Spidey in his 1 
4 f ) costume during gameplay- 


t 115 What enemies will be making: E 
| ап! ‘appearance inthe game? ` ` 
CF.We've gotsome of: Spider-Man's 5: 
classic supervillains showing up 
like Scorpion and Rhino (the rrestof. ` 
: whom can'tmention yet), as well 
a variety of. smaller enemies (NYPD, thugs, bank robbers, . : 
wer creatures and à pron ешип, feolt new enemy! thot у 
E ows up inthe end). m و‎ IE 


1 (PSEC - itdifficulttransferringa 2D hammer inia 3D realm? 0 
low did you maintain the ‘look and feet! of Spider-Man during ° 
hetransition? _. is 
CE Fortunately, Spidey's textarino/ edena ойтеп team 
> (Mark Scott/Peter Day) did a really great job of bringing him 
o life. It tooka few monthsto getit right (especially since most ` `." 
ofthe more dynamic poses that he has in the comic books аге... 
often impossible for ahumanto pull off); butin the end, he 
came оці! looking great (I still дега smile from just watching 
Я Spidey: run to the edge of a rooftop, jump, do a mid-air flip. г 
гапа then! йге off a web-line to swing! from before sticking ; 
` himself to! the wail of dne approaching buite i E 


Е PSX Who does the voice of Spider-Man? We noticed that the 
: voice is kind of boyish: How oldis Peter Parker supposed: to : 
^beduringthetimeofthegame? — `: s 
-CF We are actually stilt assembling the voice actors from the р 
Spider-Man Unlimited series as well as the animated series ` - j 
Priorto Unlimited. Parkeri is roughly! inhis late 205 inthis game: . theticense? ` 
i 2 CF.Wehadto mal sure the: 
PSEC Wilt Vou be koro iG music into the Game, or аге: was keptas afunthing rath 
you going to limit itto only ambient soufd effects? ``. а ‘grotesque thing, whichwe 
CF: We have dynamic music throughout most of the levels i Thi 
(based: on enemies spotti ng you, getting into fights, ete). 


PSEX: How large isthes game in terms of levels arid area? > very 
CE The outside levels are pretty darn big—Imeanit only takes development teama Spi r-Man. 
asecondortwoto swing from one buildingto another, andas ` fanor haveyou had your fill? es 
someofthe levels. revolve around getting from point A to point о 
Bas quickly as possible — they start getting pretty huge (basically dor 
as largeas We can де!“ ет without overstuffi ing our RAM): 1 ) за 
} fans whoremember every littl 

ЫР SDK Games| based on énimicbookcharctérs havetroditionolly _ will sit down and read ап issi 

` ment d pretty rough receptions, especiallyon: the PlayStation. - 10 1 isin 
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WWII-based tactical action with 
20 missions covering 6 terrains. 


All-new game engine vividly “© 
3 recreates the pain of battle. A 
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Edna? How’d you 
&et this number? 
No! Ican't talk 


right now...we're 
about to launch a 
major offensive! d 


i remember seeing the first Medievil three 
or four E3s ago, which was set up in a lone kiosk 
amongst the sea of games that typically make up 
Sony's gargantuan booth. At the time, | recall 
thinking that the game looked a lot like a 3D version 
of Capcom’s Ghouls and Ghosts, but | didn’t really 
get the opportunity to play it for more than a 
minute. After the show, it seemingly evaporated 
into thin аїг and was all but forgotten for the 
better part of a year. When the game was finally 
finished, the end result literally caught everybody 
by surprise. The final product oozed with a gothic 
atmosphere that would produce tears of pride 
in Tim Burton's eyes; introduced a set of ghoulish 
creatures straight out of a Halloween special, and 
offered up a great mix of action, exploration and 
puzzle solving that most games only wish they 
could aspire to. in addition, Medievil showcased 
a tight, free-roaming 3D graphic engine that was 
among the top tier (along with Crash Bandicoot, 
Spyro and Gex enter the Gecko). To say the least, 
it was one of my favorite PlayStation games of ‘98 
and turned out to be a sleeper hit for Sony as well. 

Due to the success of the original, the chances 
of a sequel were pretty much guaranteed, and 
the team of developers at SCEE (Sony Computer 
Entertainment Europe) got right to work. With a 
much shorter development time (the original was 
created in a three year time period versus а short 
year-and-a-half for the sequel), they had their 
work cut out for them. Thankfully, instead of trying 
to reinvent the wheel, they just took the 
development time to improve on the existing engine 
and add some very cool, new gameplay twists, The 
result is nothing short of spectacular and well- 
deserving of the score you see on the next page. 
But, before i get too far ahead of myself, allow 
me to give you all the reasons why you should go 
out and purchase this game. 

For starters, the development team cleverly 
wrote the story to fit nicely within the Medievil 
universe. if you recall in the first game, Sir Daniel 
Fortesque, champion of Gallowmere, was 
mistakingly brought back to life by Zarok, an evil 
sorcerer who had cast a spell across the 
countryside — raising the dead and turning the 
local villagers into madmen. Sir Dan had been the 
first to die at the great battle between Zarok's 
dark army and King Peregrin’s forces, with an 
arrow through his eye. Zarok was eventually 
defeated and the vengeful magician flew north 
to the mountains. 100 years later, Zarok returned 
and cast his dark spell over the land and it was 
Dan’s second chance to redeem himself and take 
his rightful place at the table of the Hall of Heroes. 
Dan’s quest for redemption took him all over 
Gallowmere and beyond, from the local graveyard 
and an insane asylum, to a flying ghost ship and, 
finally, Zarok’s castle. in the end, Dan emerged 
triumphant and was allowed to finally rest his 
bones in peace... that is, until pages of Zarok’s 
spell book fell into the hands of an evil occultist 
by the name of Lord Palethorne. it is now 1836 and 
what's left of Gallowmere is displayed in a Medievil 
museum exhibit in Victorian London. Once again, 
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the spell is unleashed upon the land making the dead walk the earth تس سس‎ 
and magnifying evil, creating untold numbers of foul demons, Only Sir / genre: Action/Adventure origin: Europe 
Daniel Fortesque can stop this evil maniac and, much to his annoyance, | published by: SCEA # of (Ds: 1 
the spell wakes him once again for battle. developed by: SCEE availabl 
Like an old friend that you haven't seen in awhile, it's great to see سا‎ — 
Sir Dan back in action. it looks like the not so eternal slumber has done 
him good, as he's a bit beefier and less clumsy looking. He also makes 2 سم‎ Е 
some new friends, acquaintances and gets a girlfriend (!?!) this time Coros Compatible 


around. Besides Dan’s make over, the whole graphic engine has been 

tweaked, expanded, tightened up and generally improved. The levels BOTTOM LINE ө ө 
and environments are much larger now, with quick-loading sections 
that give the player more areas to explore. The camera has also been 
improved upon, and you'll find much less instances where it gets stuck 
behind objects or does the exact opposite of what it’s supposed to. 
Some other general improvements and additions include brilliant light 
sourcing on the environments and characters — Dan now glows ап 8 PlayStation and i can't recommend it highly enough. Like 
appropriate green when he's sucking up the juice from a Fountain of ш original, this is one game i'll be coming back to and playing 
Rejuvenation, etc., and in-game, cinematic-style cut-scenes that again and again way beyond the launch of the PlaySation2. 
help drive the story and give character to Sir Dan and the rest of the 
twisted cast. 

Í would have been happy if the developers at SCEE had just upgraded the engine and had given us new 
levels and а new storyline but, as you'll read in the interview on the next two pages, they decided to implement 
some very cool new features and technological advancements that really push the game forward. in terms 
of gameplay, Sir Dan now has new moves and weapons qt his disposal. The new weapons include: a Pistol, 
Blunderbuss, Bombs, Gatling Gun, Axe and even a Cane-Stick — any two of which can be set into quick-select 
inventory slots on-screen, then switched between with a button press. The new moves added are the ability 
to climb — Dan can scale walls, ladders 

and climbable surfaces, and even use his shield to cover his skull from falling objects — and the ability 
to push/pull movable objects, which incorporates a new element to puzzle solving — Dan must move crates 
around to get to higher locations, pull bookcases to reveal hidden passageways, etc. in addition, Dan evolves/earns 
special abilities and costumes in the game as he progresses. Some allow him to return to previous levels and 
explore hidden areas that were inaccessible before. These include: DanHand, Headless Dan and Dan-kenstein 
modes. DanHand is probably my favorite. Toward the middle of the game Dan is able to remove his head and 
place it on the severed hands scurrying about in some of the levels. Once done, these little guys can enter 
into small crawlspaces and cracks in the walls, which lead to new areas to explore. The DanHand ability also 
adds a new element to the puzzle solving, with some pretty ingenious brain teasers later on in the game. 
HeadlessDan comes about when a bird snatches his noggin in one of the earlier levels. The player has to switch 
between first and third person views to figure out where the creature has taken it. Once discovered, Dan 
can then take his head off at key locations to help him figure out certain puzzles. Dan-kenstein is actually 
part of a level, where his head is placed on a Frankenstein-like body, put together from parts you collect. 
Dan then gets pitted against Lord Palethorne’s fighter in а hilarious and challenging boxing match to the death. 
inbetween rounds you'll have to quickly collect the body parts that were knocked off and then stolen by imps. 
A few other things to mention include improved enemy Аі and another incredible Danny Elfman-like soundtrack. 


There you have it. if you аге а fan of the first Medievil, you 
will be completely thrilled with the sequel. if you are a 
newcomer to the world of Sir Daniel Fortesque and his gothic 
surroundings, you аге in for a treat. Medievil ii is one of the 
most clever-looking, and playing, games i've come across on 
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PSEX: How did the inspiration for Medievil come about? The obvious comparisons 
are there (Tim Burton, The Nightmare Before Christmas, etc.), but the story is 
quite original and very well thought out. Was someone specifically brought 
on to write the script? 

JS: Sir Dan was originally thought up by Chris Sorrell, the creator of Medievill. 
He drew a lot of inspiration from Nightmare Before Christmas, as well as 
old Capcom games such as Ghouls and Ghosts. 

However, when we approached Medievil2, it wasn’t a forgone conclusion 
that Dan would be the hero. We looked at a “Blackadder” style scenario, where 
an ancestor of Dan comes back from the grave. But in the end, how could 
we possibly do Medievil2 without the gangly and awkward hero of the first! 

Í come from a film background so was keen to take full responsibility for the 
5сгїрї, апа | consider plot and character development as key to engrossing 
he viewer. The story and supporting cast needed to suit the period, fit their 
gameplay roles, and be inherently “Medievil” in their quirkiness. 


EX: Could you give our readers a summary of the storyline? Where does the 
sequel fit in and how does Sir Dan get reanimated once again? 
JS: As Dan goes back to his grave at the end of the first game, we knew it would 
be set in a different time period, the only question was when? 
We didn't want to get accused of doing “Medievil 1.5” so we decided to go 
for something radically different. We quickly settled on the Victorian era, 
the birthplace of all things Gothic, and the perfect location and inspiration 
for our “Comedy Gothic” game. 
The game starts with an FMV introduction showing some evil types invoking the 
infamous Spell of Eternal Darkness over London. The streets are shown falling 
into chaos as the dead walk again. Meanwhile, in 
ап unattended and forgotten part of the museum 
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А CANDID CONVERSATION” 
WITH THE BIG BRAINS BEHIND 


Could you give us a little background on yourselves and what other 
titles you might have worked on in the past? Did most of the team from 
the original Medievil carry over to work on the sequel? 
ANDREW KENNEDY: | started out life as an Art Manager for Millennium interactive, 
and was ds ۵ result involved in all of their titles from 1994 until | took over 
as Producer on the Beast Wars title for Hasbro. 
When we started setting up the Medievil2 team, it was essential that some 
of the key Medievil personnel had involvement on the title. Í was especially 
pleased to secure the Lead Artist and the two most important programmers, 
as well as the same musicians, and many of the original artists. Also, Chris 
Sorrell had some involvement early on as we were bouncing ideas around, 
JAMES SHEPHERD: | joined Millennium interactive in 1995 and became Lead Artist 
on Beast Wars, before becoming the Creative Director for Medievil2. 


How many people do you have working on the game? Is it a lot more than 
the original, or just the opposite? 
АК: Many more than'fhe original! We employed a totally different development 
model to the creation of Medievil. The original title did take a long time to 
create as it is ۵ complex and rich game, and we wanted this title to be 
bigger and available for April 2000, which meant that we needed to use a 
lot of resources for ۵ short period of time. 
We started with a three month Design period involving four key personnel: 
Producer, Creative Director, Lead Artist and Lead Programmer. We then boosted 
the team with a few programmers and ۵ couple of artists as we entered a six 
month pre-production phase and set about proving any new technology, the 
development processes and the gameplay itself. The actual production phase 
itself lasted just four or five months, but we needed a team of 30 people to 
reach Alpha on time. Since then, the numbers have slowly reduced as we have 
travelled through post-production towards Master Submission. 


Win 
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of code to be replaced, but tends to be used for VRAM and sound effects... to name just a few. 


PSEX: To be quite honest, the first Medievil seemed to come out of nowhere and took a lot of people 
by surprise. Was there more pressure this time around with creating the sequel? Did you have a 
much shorfer development cycle? 

AK: The first title was more of a development saga than a development cycle, lasting three years 
from start to finish. What with the arrival of PlayStation2, and our desire to hit the PlayStation 
market before people diverted their attention to the new machine, we did set ourselves a very 
aggressive development schedule, and will have completed fhis title in 18 months. So, as | commented 
in question two, we ended up employing a great deal more resources over a shorter period. 


PSEX: What was the team's biggest challenge in creating Medievil Il? 

AK: From а development point of view, there were different challenges all along the production 
cycle. 

The Design period was tricky because of the extent of detail that had to be designed, debated, 
approved and documented. 

The pre-production period is tricky as we were dealing with the development of new technologies, 
many of which are inherently high risk, and cause constant development plan reassessment, 

The production period was incredibly rewarding, as we had a large programming force, and all the 
technology and development processes proven in pre-production. So we were getting to see new 
levels at the rate of one a fortnight. The difficulties here are with managing GELT team of 
inter-dependent individuals. 

Post-production is concerned with the preparation and polishing of the full Fe for launch. This 


means many iterations of review, design, plan and implement. it is a phase that could easily go on 
forever because of the perfectionism of the teap, the | Creative Director to 
show a lot of strength of conviction. 

JS: From a design point of view, | would vhat is crazy fun” وه‎ opposed to just 
plain “crazy”! Also, often concept game n complex 


to code, so coming up with absorbing atean be swiftly implemented is о! 

of the most challenging aspects. % 
PSEX: Were there ideas and features you wanted to get into the game that didn’t make it because 
of time and technology constraints? Anything left on the cutting room floor? 

JS: There will always be areas in a game that you will reflect upon and say “i wish we had time to 
change that”, But on the whole with Medievil2, because we hit Alpha on time and allowed ourselves - 
so much time to polish the game, | am pleased to say that the amount of occasions that | might 
be tempted to say that are very few. 


PSEX: Not to take away from the sequel, but we wouldn't be doing our job if we didn't ask this question. 
Is there a future for Sir Dan beyond Medievil ll? Will he appear again on the PlayStation2 (please)? 
J5 it is highly unlikely Dan will be back on PlayStation1, but as for Fortesque on PlayStation2? Personally 
| would love to bring him back. I've grown quite attached to the bony little bugger. 

АК: It would be true to say there are thoughts about doing a second Medievil sequel, but for the 
time being, just completing this title is taking 10% of our concentration, so ask us in July! 

We really have to see if Medievil2 is a success first. We have fried to offer the public more than just 
а sequel with Medievil2, and reaction to that could go either way. However, we are very pleased 
with the results, and confident the game-playing public will like it too. 

As for the setting, with ۵ fantastical game such as Medievil, there are no restrictions — especially 
as Dan has the ability to time-travel. Perhaps your reader’s could suggest some new scenarios 
for us? 
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lies the Medievil Gallowmere exhibition, and Sir Dan Fortesque is 
also awoken once again by the spell, only to find that he is a dusty 
exhibit. 

After fighting his way through the resurrected exhibits, Dan is 
taken to meet the Professor by Winston the Help Ghost. The 
Professor is a good alchemist and inventor, a sort of Victorian 
"Q" from the James Bond films. He recognizes Dan as the legendary 
conqueror of Zarok and tells Dan about the horrifying situation. 
it transpires that an industrialist, Black Magician 
and society wannabe called Lord Palethorne has found 
certain pages from Zarok's spell book, Using these pages, he has recast the spell that 
Zarok cast back in Medievil times, resurrecting the dead and augmenting evil. The Professor 
was quick to realize his bad intentions and sound his opposition, only to be imprisoned 
in his laboratory by Palethorne's evil spell. 

Palethorne's aim for world domination has one flaw: Although he has caused vile monsters and 
demons to walk the streets, he does not yet have full control over them. He must find the remaining 
pages from Zarok's spell book to gain full control over the armies of the dead. 

The scene is set for a desperate race between the forces of light and darkness. 


PSEX: One thing that a lot of developers fail at when creating a sequel to a hit game is trying to build 
а better mouse trap — instead of focusing on what made the first so great and expanding on it, 
they try and reinvent it, typically losing the key ingredients that made it so great in the first 
place. You definitely have avoided that pitfall. Was this something you were concerned about during — 
the development cycle? [ 

JS: | could not agree with you more, and this was a major concern in the design phase of the project. 
We were intent on not producing d game that appeared to be just "more of the same" but, at the 
same time, wanted to keep the elements that made the game what it was. We used focus groups 
in Europe and America during this phase to find out the key elements that were liked/disliked, then 
ensured that we used this as the foundations for the design. 


PSEX: Sir Dan seems to have problems keeping his head on his shoulders. This new game mechanic 
adds a whole new twist to the game from exploration to puzzle solving. Was it difficult to pull off 
(no pun intended)? 

JS: Yes, the design issues from having two playable characters and allowing the player to swap at 
any point, and then access other sections of levels, without either breaking the game or ruining the 
game continuity were very high. But, we soon realized that DanHand would prove to be a integral 
part of the sequel and worthy of such development risk and attention to detail. 


PSEX: How much of the original Medievil’s assets were used for the sequel? Where have the 

improvements/enhancements been made? Is the graphic engine the same or have there been 

changes made? 

AK: Where do we start!? We set ourselves a brief of including 40% new technology, to keep our 

pre-production period within a sensible timeframe, but we believe we have also made considerable 

advances over the original title in terms of gameplay. 

In terms of the gameplay, the game has tried to emulate Medievill’s mix of exploration, combat and 

puzzle-play. Within each of those areas, though, we have made great efforts to imphove the player 

experience. 

We found that the combat in Medievill was accused of being too "hack'n'slash" | 

worth pointing out that a lot of people liked that non-too-strategic balance). 

enemies better Al, such that they will react better to the player's approach, bl. 

attacking, etc. 

We have also addressed the weapons to create a better strai 

will greatly benefit from collecting the chalices in each level, 

аге tuned to have a big impact on the following levels. Thi: 
ated without the “perfect” weapon, but does reward th 

dition of an extra weapon slot on the HUD has also impro 


ugh it's also 
ave given the 
, retreating, 


е. In Medievil2, the player 
they receive as a result 
п that a player will be 
play the game. 
If situations, and enabled 
the gameplay. 


, The environments 
е the player а real 
out of windows and 


smoother due to technical advances in the animation 
ation frames, that allows perfect slow motion playback, as well 
п frames, i.e. run to jump. We have also split 
per and lower halves separately (Medievill used two 

run and sword swipe at the same time, 
an the first game, due to a 40% increase in the 
Піп this game, so it was essential that we increased 
the poly count to make the better than ever, 

In terms of programming, there were loads of advancements made; Colored fogging — fade to 
any color, instead of just black, enabling pea-souper fogs and morning mists. Skinned skeletal 
animation system — M1 characters were all object based. Smoothly interpolating animations — 
as discussed above, there was no interpolation on MI. This system allows slow-motion. Multiple 
animations on a single skeleton — As discussed above, Dan can animate his upper and lower halves 
separately. Larger levels using fast section loading — As discussed above, the potential for any area 
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FLYING SUITS, STYLISH YET FUNCTIONAL, 


BEAT THE CLOCK, SUMP THE TROLLEY. 


SORRY, TOUGH GUY, BUT THERE'S 
ONLY ONE TOMBA. AND HE'S ON HIS 
WILDEST ADVENTURE YET. 


WWW.PLAYSTATION.COM 


working designs 
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The original Arc the Lad was one of the very first RPGs їо be released for the PlayStation = way back in ‘95, if it 
were released as а stand-alone product today, it would be like pulling out your Super Famicom (SNES), Thankfully, this 
isn't a case of Working Designs scratching the bottom of the barrel, as they have taken Squaresoft’s lead and are releas- 
ing a Final Fantasy Anthology-like package with all three Arc the Lad titles as a set. Arc the Lad Collection will feature 
all three chapters in the Arc the Lad Saga, which were released as complete, stand-alone games in Japan. The deluxe 
boxed set will feature four game CD's, one remixed soundtrack CD (that can be listened to on any CD player), and a 
“Making of Arc Collection” movie feature that will give users а behind-the-scenes glimpse of the production of the largest 
Console anthology ever attempted for release in the US. As is typical with all of Working Designs’ conversions, they will 
spare no expense with the packaging (for all 100 of you that care). A hardbound game manual with а mini-strategy guide 
will also be included in the box. 
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Ah, vampires. Who doesn’t love a good 
story involving vampires? Certainly, Anne 
Rice would have to owe her living to these 
creatures of the undead. And, Resident 
Evil... who doesn't love a good Resident Evil 
game (there are three of them now — four 
if you count Dino Crisis)? it seems that 
developer/publisher Ban Dai, who've been 
around making games since the NES days, 
love both vampires and the Resident Evil 
series, as they've created their own version called “Countdown: Vampires.” Sure, the name 
may be missing а word or two, but you get the idea — vampires! And, to round out the famil- 
iarity, the game is set in Las Vegas. You're Keith Snyder, and it’s up to you to figure out 
why everybody at the party got turned into vampires. it was probably the food at the $1.00 
buffet, but that’s just a hunch. As Keith, you'll need more than just guesses if you want to 
make it out of Sin City without fangs! Countdown: Vampires features eight “mega” levels, 
and you'll need to go through them all in order to figure out this riddle. 


activision 


Activision has decided to throw its hat into the hotly contested 3D action/adventure ring with 
the upcoming release of Covert Ops: Nuclear Dawn, The game was originally developed by Sony 
Computer Entertainment of Japan (named “Chase the Express”) and is being brought to North America 
by Activision. The story takes on new twists based on the choices you make along the way and is 
centered around a NATO soldier traveling on a high-speed military train from Russia to Paris. On this 
train, you are the lone survivor of a terrorist attack and must rescue an ambassador and his fami- 
ly from terrorists, while diffusing a basket full of nukes before the train reaches Paris. The train trav- 
els through 30 cities and 12 different countries (let's see, in Europe that should take about 20 minutes!). 
Additionally, the game features over 18 multi-level train cars that you will have to jump, roll, sneak, 
climb and shoot your way through on the way to accomplishing your mission. Covert Ops: Nuclear 
Dawn seems to have all of the requisite tools— cool story, lots of weapons, and tons of action. Only 
а thorough review in PSExtreme will tell you if they’ve been able to pull it all together. Stay tuned! 


Having already figured out The 
Secret of Mana, the sequel thus 
becomes known as “The Legend of Mana.” Yes, Mana fans can now rejoice, as Square 
gets ready to launch the successor to their popular 2D game, in mid-June. Legend 
of Mana continues the traditional RPG use of 2D backdrops, but Square changes 
things up by adding a host of new features and play mechanics not normally found 
in RPG’s. First of all, there’s a new fighting system called “Action Edit System” 
that allows players to have more interaction in the battles (as they take place in 
real-time). Secondly, there’s a two player mode where you and a friend can play 
simultaneously. And, lastly, there’s a land creation 
system that lets players create their own map of the 
world based on objects found throughout the game! 
Also, Legend of Mana is not a linear RPG, meaning that 
the outcome of the game is based on the actions of 
over 70 different scenarios. Begin your journey by 
choosing a male or female lead character, then choose 
from ten other characters that will be able to join 
your party ds you discover the Legend of Mana. 


Back in the March issue of 
PSExtreme, we featured an EXclusive 
on Electronic Arts’ upcoming Need 
for Speed: Porsche Unleashed. However, due to the early nature of the game, 
not all of the gameplay modes had been finalized. Well, we’re happy to tell 
you that all of the features are now in, and here’s the final list of selections; 
Capture the Flag, Time Battle, Chase (tag), Race, Factory Driver, and Evolution. 
The two that really matter are Factory Driver and Evolution. Think of Factory 
Driver as the GT2 license test meets the Driver audition tests! You have to 
take different Porches through tests, such as slaloms and S-curves, in a cer- 
tain amount of time. in Evolution mode, you'll progress 
through Porsche's 50 years of automobiles in a format Sx S чы 
that is similar to last year's career mode. Buy а car, race, s: 
еагп money, upgrade car, race, buy another car, move 
up another division, апа so on апа so on. The game we 
have looks pretty much finished, but the folks at EA say 
it’s only “previewable”, so we'll hold back our final thoughts 
until next month’s review! Check it out. 


Atlus has a history in the 32-bit era of publishing unique, in-depth and original titles, They haven’t 
always met with the success the publishers would have hoped for, but they have carved out a niche 
and have garnered a cult-like following. Their latest title goes by the name of “Rhapsody: a Musical 
Adventure.” Think of it as a Hollywood Musical wrapped around an RPG setting. in the game, you follow 
the adventures of Cornet as she makes her way through Marl's Kingdom in search of her one true love 
(we guess "Who wants to Marry a Multi-Millionaire?" is not an option). Wifh the aid of her magical horn, 
she enlists the help of many unique creatures along the way to battle Marjorie, her arch-nemesis, and 
her evil cohorts. The game features hand-drawn anime characters and backgrounds, as well as over 
20 puppets and monsters to join your quest. Of course, all of the traditional RPG elements are includ- 
ed, not to mention the musical variety. Rhapsody has been very successful in Japan and could possi- 
bly have a built-in following (besides guys named Bruce who love Liza Minelli) here in the States. Look 
for а full review in the com- 
ing months. Until then, just 
sit back and keep singing 
those show tunes!! (Alex 
wrote this. The rest of us | WE 
don’t sing show tunes. a 
-Ed) 
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The latest action/RPG from Squaresoft, Threads of Fate, is actually two games in one! Players can assume 
the role of Rue or Mint. With Rue as the lead, the game takes on a more mature theme, as opposed to the whim- 
sical adventure that awaits you as Mint. Either way, Threads of Fate will entertain you, as the characters have a 
multitude of abilities and magic spells that can can be used at anytime. Your character can also take on the 
z Ж (770) و‎ form of а defeated opponent — a technique referred to as “shape-shifting”. Whack a dragon, and you сап ВЕ 
I; 0 ЙБ [° ie à Wi that dragon — cool! As wifh any Square game, the visuals are top-notch, and Threads of Fate is no exception. The 

RAM k hile, x fully 3D world is highly detailed and the individual characters animate smoothly. The "action" part of action/RPG 
mom comes in the form of real-time battles that will put your skills to the ultimate test. The action is fast-paced, the 
puzzles аге plenty, and the story line deep enough to keep the attention of even the most afflicted ADD types. 


What can we say dbout Tony Hawk that 
hasn't already been said, except here comes 
the sequel! Tony Hawk's Pro Skater 2 is cur- 
rently under development from the master- 
minds at Neversoft and is expected to be out 
early this fall. Without a doubt, the original was 
one of the best games ever to be released TUN “> 
on the PlayStation, and the sales figures prove ; M" M 
it. The sequel is being released on every sys- Сй 
tem imaginable, from the PlayStation to Color 
Gameboy and, in fact, we wouldn't be surprised if it shows up for the PlayStation.2-Be that as it 
may, Pro Skater 2 will feature an increased number of tricks and combinations and an even larg- 
er roster of pro skaters this time around. There is also а skatepark editor included, which allows 
you to build your own “dream park” and then save it to ۵ memory card. This year’s version dlso 
includes а variety of multiplayer modes, including the returning “graffiti” mode which require play- 
ers to “tag” different obstacles in the environment by performing tricks on them. There is no doubt 
that Tony Hawk 2 will be a huge success, even if it is only half وه‎ good ds the original. Unfortunately 
for the competition, it looks like it’s going to be even better. Stay tuned! 
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By the time you read this, Mucky Foot/Eidos' Urban Chaos will have already shipped, but we wanted 
to give you the first and only preview before it hits retail (we received the final gold beta as it was going 
into mass production). Expanding their library of action/adventure fitles, Eidos interactive will be intro- 
ducing you to the world of D’arci Stermand Roper-Mcintyre-as-they battle the forces of evil in an effort 
to ward off Armageddon on the eve of the new Millennium (ok, so it's a little late, but this is the "virtual" 
world), in this not-so-brave new world, turmoil, crime, and gang warfare are the new realities of everyday 
life. Your job is to return the peace-living people of the world to power. There dre over 25 fighting moves 
and 40 unique characters in the game, which dre spread out over 30 missions. UC is heavy on puzzle 
solving, yet contdins enough action even for hard-core shooter fans. The game is very dark and gritty, 
and features an aggressive soundtrack. We're all looking for the next "big thing" from Eidos, and Urban 
Chaos could have all of the ingredients. Next month, we'll have the full review to see how it turns out. 
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JOHN McCLANE IS BACK. AND LAS VEGAS WILL NEVER BE THE SAME, FLEX YOUR SKILLS IN ONE 
OF THREE UNIQUE GAME MODES: FIRST PERSON SHOOTER, EXTREME DRIVING, AND ACTION MODE. 
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To SAVE SIN CiTy— WHILE TRYING TO SAVE YOUR OWN BUTT. 
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One of 

2 the biggest gaps 

in the PlayStation’s 

game library was the lack of 

any cart racing games. Crash Team 

Racing filled that gap in a big way last 

fall, and it was such an excellent game that 

it might have scared away any competition. But 

lo and behold, this month we’ve received two serious 
challengers to the CTR throne. 


The most promising is Magical Racing Tour. With the world- 
famous Disney characters, well-known music, and tons of 
potential locales from theme parks and movies, Í can’t think 
of another game with as much potential. Unfortunately, as great as 
the game is, it could have been better. But let’s start with the positive, 
shall we? 


MRT uses the Gex engine, which is not quite as smooth 05 CTR. The 
frame rate drops on some of the more detailed courses, and the 
camera is slow to get back behind your vehicle in a few instances 
but, for the most part, the game runs surprisingly fast. Skip 
the “look behind” button, though, which is the biggest nausea inducer since Richard Simmons! 


The graphics are great, with very few instances of clipping. Depending upon the tracks, 
some of the background elements become pixilated up close, but that’s why they are 
meant to be in the background, right? Like me, however, i'm sure you won't be able to 
resist wasting а race or two to slowly drive around and check out the scenery. if you are 


at all familiar with the attractions that the tracks are supposed to represent, you'll 

be amazed at the attention to detail. The designers obviously had to take a few liberties 

with the layouts to make the race workable, but darned if they didn’t try to include everything 

you remember! The Haunted Mansion, for instance, has the elevator with the elongated 

pictures, the corridor with the floating candelabra, the head in the 
crystal ball, the three hitchhiking ghosts, and the ballroom with the 
dancing ghosts. The Pirates of the Caribbean has the “wench auction” 
scene and the prisoners trying to coerce the dog to drop the key to 
their cell. The Jungle Cruise has the explorers on the tree, the elephant 
pool, gorillas, headhunters, and so on. As a Disneyland fan, i'd practically 
buy this game as a 3D tour of the Magic Kingdom alone! 


As you would expect from a cart racing game, there are weapons 
power-ups (which come in Mickey Mouse balloons), different characters 
to select from, tons of hidden shortcuts, locked tracks, a time trial mode, 
a multi-player game, and various items (machine pieces, banners, and 
trophies) to be won. if you enjoy arcade-style cart racing, MTR is а winner 
even if you aren't necessarily a Disney fan. Having said that, let me explain 
why Í don’t think the game lives up to its full potential, and why it is not 

quite as polished as Crash Team Racing. 


| don't know about you, but when Í went to Disneyland 
as a kid, | wasn’t looking to get my picture taken with Bruno 
Biggs or Moe Whiplash. Other than Chip n’ Dale (and Jiminy 
Cricket, who must be unlocked) the racers are characters 
you've never heard of and couldn't care less about. Even 
though the characters all handle their tiny rockets, boats, 
logs, pirate ships, and cars the same, it would have been 
far more interesting to drive as Mickey, Minnie, Goofy, 
or Donald (which have been swallowed up for 
Nintendo/Rare’s Mickey Mouse racing game). 


Musically speaking, i also expected much 
more. The “Small World” theme is used on the menu screens, but not on any courses. 
The majority of the tracks use generic music, and a few even “borrow” their themes 
from Gex levels! Considering all the potential Disney music — from the Mickey Mouse 
Club theme song to the Electrical Light Parade — the soundtrack was disappointing. 
Thank goodness for the Pirates of the Caribbean, Haunted Mansion, and Splash Mountain 
courses, which use familiar music and sampled voices/sounds from the actual attractions. 
Even though it loops over and over, you'll be able to finish the race before the music starts 
driving you crazy (i don’t know how the ride operators can stand it). 


As you might expect, the best tracks are all found in the Magic Kingdom rather than Epcot, 
the MGM studios, the water park, or the Animal Kingdom. instead of selecting tracks from a map, it 
would have been extremely cool to drive around a 3D Disneyland and enter the races where the actual 
attractions are. Note, i said Disneyland, not Disneyworld — if they set the game at the Anaheim park, 
they could have included a Matterhorn course (not to mention a Mr. Toad’s Wild Ride, Small World, 
Submarine Voyage, railroad, and Rivers of America course). While about half of the courses they did 
include are fabulous, the other half are just average — not good considering that there are only ten 
courses in all, 


There are other minor things that keep the game from scoring higher. There are not enough defensive 
weapons, dnd you can (and will) get hit several 
times while still in the air after getting hit the 
first time. One of the weapons, which turns 
the carts into hopping frogs, seems unbalanced 
and throws off the rhythm of the game 
(despite the fact that my three-year-old son 
kept asking me to “do that frog thing again”). 
While Í wasn’t expecting a four-player melee, 
the two-player game is just а race rather than 
а battle mode. Finally, the attempt to add replay value by making players 
race the courses over again seems a little forced. You'll open up the 
next tracks just by finishing first in a race and collecting the piece of the 
fireworks machine. The only reason to return to all nine races again 
is to open the secret Splash Mountain track. So why return a third 
time to each track to race for a trophy? To find shortcuts, 
| guess. Except that since you've already won the race 
twice — you've either already found them or it 
doesn't matter that you haven't. 


MRT is a very good cart 
racing game, but its 
greatest assets — the Disney Ор. 
characters, locales, and music — CREME: 
have been underutilized. With a few 
tweaks to the weapons, a battle mode, 
and greater replay incentive, it would have 
been even better. 
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Feast 
or famine. As i 

was lamenting the 
lack of any quality cart 
racing games (other than Crash 
Team Racing), along came two of 
them to vie for my attention — and for 
your hard-earned gaming dollars! So what sets 
Speed Punks apart from the competition? 


For starters, the game looks really good. Most of the 
tracks are drawn in pastel colors which gives them a softer 
edge. imagine, if you will, the Ape Escape characters on 
the Motor Toon Grand Prix courses. if it is possible to “out- 
cute” Disney, Fun Com has done it. The backgrounds are full of 
motion — with turning windmills, balloons, waterfalls, carnival rides, 
and so on — but no distracting pop-up or fogging effects. The six main 
characters are cartoon-style children with large heads and no limbs 
(sort of like the illegitimate offspring of Rayman). Even their vehicles 
consist only of a set of four tires. if if wasn’t for the fact that 
these kids are shooting weapons at each other, you would 
call the game cute. But don’t be fooled by the sweet look of the game — it is not 
geared towards children. Speed Punks is quite fast, and the opponents are formidable. 


Speed Punks has everything we have come to expect in a cart racer. The 
characters have differing attributes (weight, top speed, and acceleration) and 
handle accordingly. The power-up weapons include missiles, guns, slime, speed 
boosts, bombs, and invisibility potions. Many of them can be launched both forwards 

and backwards, giving the game a better balance between offense and defense. 

The tracks themselves also have turbo pads on the ground, апа you'll need to utilize 

a slide button to slingshot around the tight turns on many of them. Aside from the 
tournament mode, which requires you to compete in four races on three modes of 
difficulty, there is also a single race and time trial mode. As 

for multi-player options, up to four people can race simultaneously 
(unlike Magical Racing Tour). Some level of detail is necessarily sacrificed 
with the four split screens, but the game still runs surprisingly fast in 
this mode. i still would have liked to have seen a battle mode, however. 


Let’s talk about the tracks themselves for a minute. While there 
are a few shortcuts here and there, the vast majority of them aren’t 
hidden. it’s more like taking a turnout or cutting the corner across 
the grass rather than breaking through a window or door to a secret 
passage. The tracks are also not very long, most taking under a minute 
to traverse, so you’re required to complete five laps on each. While 
the designers have avoided some stereotypical courses — a mine cart 
level, a snow level, a desert level — the others that remain are not 
that interesting. Sure, they look nice, but there isn’t a lot of variety. 


No big hills or death-defying drops, ridiculously 
narrow bridges, or insane spirals. Arcade-style cart 
racing is all about craziness that you wouldn't find in 
real life and, aside from the background graphics, the 
straightforward track layouts wouldn't be out of place 
in Need for Speed or other more "realistic" driving games. 


Aside from the turbo pads on the tracks and the 
speed boost power-up, Speed Punks offers yet 
another unique way to increase your velocity. 

Sprinkled around the tracks are sets of five 
tiny lightning bolt icons which refill your turbo power. The kicker is that these icons 
are not always easily accessible during the race, so you have to make a strategic 
decision: Are you going to lose more time veering off to the sides of the course 
to refill your turbo than the amount of time you will gain by using it? 


As far as your competition is concerned, the ability of your opponents definitely 
seems to vary depending upon the difficulty level of the race. in easy mode, you'll 
be able to pull out in front and stay ahead. in hard mode, if you crash early you'll 
be lucky to catch up to anyone for the rest of the race. The weapons help you jockey 
for position, but they are a double-edged sword of course. You might be able to stage 
а come from behind victory by unleashing a torrent of rockets ahead of you, but you are just 
as likely to get nailed four times right before you are able fo cross the finish line yourself. it is 
difficult for programmers to find the right balance, i’m sure. Do you allow players to get so 
far ahead that the game becomes a cakewalk? Or do you allow them to fall so far behind that 
there is no possible way of winning if they make a single mistake? We want a challenge, but at 
the same time we want one which is humanly possible to beat. Í think that Speed Punks 
leans a little bit towards the difficult side (in the later races, especially). 


One thing | didn't understand was being eliminated during the tournament mode. in 
this mode, you are awarded points for your final position: ten for first, seven for second, 
five for third, and so on. Yet if you come in 
at the bottom, instead of just awarding 
you one or zero points, you have to use 
a “continue” if you want to stay in the 
tournament. This means that even if you 
win the first three races, making it 
mathematically impossible not to finish 
the tournament in second place, you can 
still end up being eliminated if you mess 
up on the fourth and final race. 


Aside from these minor gripes, Speed Punks looks great, plays fast, 
and has a good balance of weapons. Unfortunately, it is not the only 
game in town. CTR has more replay value, with more and longer 
courses as well as a battle mode. MRT has the advantage 
of Disneyworld courses, familiar music (albeit 
underutilized) and characters. Speed Punks has... 
well... speed.! it definitely felt the fastest, 
but it is too bad that the course layouts Е QA As far as cart racing 


were otherwise bland. ponies оге concerned there) 
: is nothing wrong with Speed 
Punks. It is a fast-paced and fun 
game. If only it had come out a year 
ago, it would have been much better 
received. Next to CTR, which has more options, 
and MRT, which has better courses, it appears less 
interesting. 
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if the 
good folks at 
Disney ever decide 
to make a role-play 
game for the PlayStation, it 
would probably end up being a lot 
like Alundra 2 — and that’s definitely 
а desirable thing. Like the original Alundra, 
the sequel blends traditional RPG elements with 
plenty of puzzle-solving, platform-jumping and real- 
time combat that will keep players engaged for hours. 
However, this time around, the action takes place in 
a lush, 3D pirate world populated by a variety of colorful 
characters and kooky creatures who look like they'd be 
right at home in The Magic Kingdom. 


The original Alundra’s bland graphics, overhead 2D view 
and title character are all gone, replaced by vivid visuals, a brand- 
new hero and an overhead 3D view. You can now manually ЕИ OTS 
rotate the camera and choose from three different levels 
of zoom. While the fully polygonal graphics are quite good, 
some of the cartoonish characters are still a bit blocky, and there’s an occasional 

hint of slowdown when things get busy on screen. But those are only minor 
flaws, and Alundra 2’s new graphics engine does an otherwise admirable job, 
especially with the plentiful in-game story scenes (there are more than two 
hours worth scattered throughout the game). The voice-overs are also high 
quality, and the music is suitably rousing for the adventure at hand. 


Stepping into the shoes of a famous young pirate hunter named Flint, 
players embark on a lengthy quest to help the beautiful Princess Alexia. it 
seems the evil Baron Diaz has joined forces with the pirates and kidnapped 
her father, the king, replacing him with a wooden puppet. Now you are the kingdom 
of Varuna’s only hope! Along the way, you'll battle the wizard 
Mephisto’s weird army of wind-up robots, as well as a bunch of 
bizarre boss monsters ranging from a giant mechanical bull 
to а sinister-looking shark. You'll also have to catch the elusive 
Goo-Goo Bird if you want to progress, and you’ll even learn 
about all the different kinds of toilets in the many towns you 
visit (which actually comes in handy). Obviously, this is a game 
that doesn’t take itself too seriously, and its offbeat sense of 
humor is very refreshing. 


As far as the level of challenge, Alundra 2 is well-suited to 
both younger gamers and veteran RPG players. There are two 
difficulty settings to choose from, and another thoughtful feature 
is the ability to adjust the message speed to suit your individual 
reading style. ۱۲ only more RPG’s included such user-friendly 


options! The game begins with a brief tutorial to 
help you get familiar with the controls, which are 
pretty responsive and easy to learn. However, you'll 
want to use the Dual Shock to get the most from the 
game, since it is not fully compatible with older analog 
controllers. Flint can run, jump, slide, attack with his 
Sword, and combine these skills as needed to beat 
enemies апа overcome obstacles. As you 
progress through the story, you'll also gain 
new attacks, four different kinds of 
upgradable spells, and the ability to 
summon powerful elementals to help you vanquish foes. Thankfully, there 
are no repetitious random battles to bog down the gameplay, with enemies 
appearing only in specific areas. Still, it would have been nice if the combat 
system was d little bit deeper, with perhaps more spells or different weapons 
to choose from. 


What Alundra 2 delivers in abundance are plenty of platform jumps, 
tons of puzzles, surprisingly addictive mini-games and some nice level designs 
that offer hours of satisfying exploration and character interaction. But what 
ultimately keeps the game from an even higher rating is the frequently awkward 
camera angles, which make the platform jumps all the more difficult. Since the overhead 
view is now in 3D, scenery such as trees and walls often get in the way, and you'll find 
yourself constantly rotating and zooming the camera to find a better angle. Another 
complaint is that the game is too linear, especially early on. For instance, even when 
Princess Alexia suggests that you split up and search an area separately, there's really 
nowhere else to go but the same way she does. Doors are often blocked and many areas 
are inaccessible until certain objectives are completed. 


Unfortunately, Flint is also the "silent type" of hero — in fact, he never seems to utter 

a word throughout the entire game, 
instead preferring to communicate 
by simply nodding his head. Perhaps 
the developers thought that it would 
be easier for players to identify with 
the character if they gave him no 
personality or dialog at all — but if that's 
the case, the plan definitely backfired. 
While Flint is plenty of fun to control, 
there's nothing about him that's 

particularly endearing, and you never really feel like you 

have an identity. 


in spite of all this, Alundra 2 is a solid sequel that offers 
plenty of fun challenges wrapped up in some colorful 
and imaginative visual packaging. it's not the best 
RPG ever created, but if you're looking for varied 
gameplay and a whimsical new 3D world 
to explore, it will definitely keep most 
players entertained for a good lighthearted adventure that 


40 hours or so. h gives role-players their money's 
worth while never taking itself too 
seriously. Despite a few unfortunate 
flaws, the game does a good job of 
blending RPG, platform and puzzle elements 
into a lengthy and enjoyable experience. 
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15 there 
truly a more 
perfect combination 
than big robots and video 
games? Macross, Robotech and 
even Voltron — many a day i've spent 
watching and daydreaming of controlling 
my own metal beast. Funny, Square must have 
been thinking the same thing. The Front Mission series 
has been around for quite some time, dating back to the 
time of the SNES. Front Mission 3 isn’t even the first Mission 
title to appear on the PlayStation, but itis the first one that == 
Square has seen fit to bring it to the US. What a nice way to 
be introduced to this series. 


Front Mission 3 is a 3D polygonal tile-based strategy title that 
shares many visual and gameplay similarities to Final Fantasy Tactics. A 
long story mode awaits you, made longer by the fact that there are two 
separate scenarios available. The story is told through a series of 
cut scenes using the game engine, FMV sequences, ds well as LOTS 
of text. in between battles you find yourself participating 
and observing various conversations. You'll also have а chance to modify dnd upgrade 
your Wanzers (insert joke here). While much of the story unfolds (with its requisite twists 
and turns as Square titles do), it will be up to you to use your internet browsing skills 
to browse various government, military and personal web sites, as well as send and 
receive e-mail from your contacts to help piece together vital information. 


Front Mission 3 finds you playing the role of Kazuki, an intelligent test pilot who 
stumbles into the middle of a plot that will take him around the world. You'll need all 
the cunning you've stored up, as you'll attempt to stop a plan to use an incredibly 
destructive weapon — MIDAS — and genetically engineered soldiers to control a country. 
Along the way revelations will cause him to question the actions of his own country. As you 
move from locale to locale you'll meet various adversaries, and find 
Ñ allies to your cause as well. 


Strategy fans are going to find d lot to like here. Most importantly, 
you'll find that managing the weight of your Wanzer within its weight limit 
is key. Though you сап switch between various power plants, bodies, 
arms, legs and weapons, each item has a specific weight associated with 
it. Different arms will give you additional accuracy with which to target 
your weapons; legs (including hovering pods) will give move points. Weapons 
are divided into various categories, including Melee (punching attacks), 
Machine Guns, Shotguns, Missiles and Grenade Launchers. items have 
different power and range characteristics. You can also purchase 
additional items and weapons. During battles, your arms and legs 
have their own separate hit points. Certain attacks can target these 
individual pieces or the body of your mech. Eliminating the hit points 


۱ 
Il You stick around any Jonker and 
you're really gonna die. 


of turns‏ و 
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of an arm will render that weapon useless, while 
destroying a leg will severely limit your movement ability. 
Attacks which all have a specific percentage of success 
assigned to them can also cause various status conditions, 
including Stunned, Confused and some can even knock you 
out of your Wanzer! if that wasn’t enough, satisfying certain 
conditions during battle will give you additional abilities 
that will randomly activate. These abilities are then 
tied to the computer of your Wanzer. Abilities 
include being able to attack twice with both 
fists, lunge with the full weight of your mech 
at your opponent, and zooming your target scope in closer for a higher percentage 
chance of hitting your opponent. Everything in battle is based around AP points. Moving 
your Wanzer and firing your weapons all “cost” AP points. if you have any left over 
at the end of your turn, depending on how an opponent attacks you, you might be able 

to counterattack. Make sure that you pay attention to the amount of hit points your 
Wanzers have. Similar to the Ai in most strategy games, the computer will focus its 
attacks on your weakest member. is there a trade-off to all of this gameplay goodness? 
Somewhat. Though they dre usually short, you'll find a LOT of load times throughout this 
title. Oftentimes there is also a lot of text to read between battle sequences, and with only 
animated faces to convey the story in front of static backgrounds, these sequences quickly border 
on becoming tedious. 


Since Final Fantasy Vii appeared on the PlayStation, Square has become quite well known for 
its beautiful FMV sequences. Front Mission 3 is no slouch in this department. The FMV, which you'll 
find in some bits and pieces sprinkled throughout the title, is quite honestly some of Square’s best 
to date. Unlike Final Fantasy, FM3's characters are polygonal along with the backgrounds. You'll 
find yourself battling through a variety of locales, flat plains, deep forests, waterfalls, crash- 
landing sites and dams. Each environment contains objects and elevation changes that also need 
to be factored into your battle plans. Mechs 

as well come in a nice variety of shapes and 
er Sizes; you cdn even change fheir colors. Smoke 
| z effects from gunfire, missile trails from missile 
launches, as well as wide sweeping camera 
motions compliment the action. Being 
completely polygonal seems to agree with 
FM3, that is until characters debark from 
their Wanzers. The small characters look 
quite grainy and move awkwardly. in the 
scheme of things this is probably a minor nitpick, but it’s noticeable. 


The music selections for Front Mission 3 do a good job of conveying the 
emotion of the various battles, conversations, and cut sequences. 
Unfortunately, there simply doesn’t seem to be many of them. in 
a game this long, the songs will quickly become repetitive. On 
the other hand, Square has done a great job with battle 
sounds. Wanzers stomp across the screen with c 
d deep BOOM. Machine gun fire, shotgun o> 
blasts and missile launches all have a $9 If you can't tell, I had a 

? А : hard time finding things to 

rich sound associated with them. dislike about Front Mission 3. 
It’s long and deep enough that you'll 

excuse the occasional tedious or 

awkward dialogue, load times and 
occasional graininess. Strategy fans looking 
for their next fix, pull up a chair, you're going 
to be here quite awhile. 
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if you frequented an arcade in the mid to late 1980s, 
you are probably familiar with the phrase “Warrior is about 
to die!” it came from Atari Games’ Gauntlet, one of the only coin- 
op games to allow four players to play simultaneously. its swords 
and sorcery storyline had players taking the role of four different characters, 
ESRB each with different speed and strength and magic attributes, as they wandered 
through dungeon levels in search of treasure. This was no RPG, however — it was pure 
shooting action! Bad guys appeared by the dozen, and you had to mow them down for 
as long as your lives (quarters) lasted. 


The original game can be found on the Arcade’s Greatest Hits: Atari 2 collection, but like most 
of Midway's stable of classics it has also been updated for the next generation. Since this is the 90s, the 
characters are more politically correct than the male-dominated, white bread group from the original. 
The elf is now а woman, and you can darken the skin tone of all the characters to your liking. And, 
since this is the 90s, 2D graphics no longer cut it — Gauntlet Legends is polygonal with a top-down 
viewpoint. The camera actively zooms in and out on the action. 


The biggest change, and the biggest disappointment, is that the PlayStation version of Gauntlet 
Legends is now limited to two players. Despite the fact that it was hard to get four people to agree which 
direction to go, much of Gauntlet’s appeal came from the camaraderie that developed. You had to 
put stronger characters out in front, allow dying characters to get the food, team up against 
Death, and so on. And, if one of the players didn’t cooperate, the other three could turn on 
him or her! With only two players, Gauntlet Legends feels more like ikari Warriors, Double 

Dragon, or any of the numerous “buddy” arcade games. it is still fun, but just not exactly 
the same. 


Another gameplay-affecting change is the ability to choose any character. Whereas 
before there could only be one of each type, now you can both be warriors, wizards, 
valkyries or elfs. Granted, it isn’t a major change, but again it gives the new game a 
different feel. Finally, no modern game seems complete without the addition of level 

bosses or an ending. Gauntlet Legends therefore features a slew of bosses and sub-bosses 
before the storyline ends with a final confrontation, adding a level of difficulty not present 
in the original. 


| did like the overall design of the game, which requires you to perform certain tasks and 

which also allows you to return to prior levels 
via a “hub” system. You can purchase equipment 
with the gold you find, which finally provides an 
incentive to open all those treasure chests. There 
are wedpons power-ups, an inventory, special 
moves for each character, hidden secrets and 
locked extra characters, and different “levels” 
to raise your character to depending upon your 
performance. Finally, the enemies are a nice 
mixture of new and old, апа there are still legions 
of them to wade through. 


The graphics are okay, if not spectacular, but it is sometimes 
difficult to aim weapons and there is a slight bit of slowdown with 
an overabundance of foes. Overall, despite the loss of the 
four-player mode, Midway has done an excellent job of 
porting this N64 game (which was itself a port of a 
3Dfx Voodoo ii-based arcade game). it doesn't 


۱ сы sss have that much depth to it, but then again, 
for two players instead of four, neither did the original. The appeal 


presi Re fa Conan Legends waks of Gauntlet was hacking and 

on the same level as the original — it m = 

be nearly mindless, but i is still a fun shooter Slashing together with a 
friend, and that 

same feeling is 

captured here. 
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By now, you should be familiar with 3D0’s Army 
Men series — combat games featuring those plastic soldiers 
from our childhood (a.k.a. the army dudes from the Toy Story 
movies). Sarge’s Heroes, a port of a game which graced the N64 last 
year, is the latest episode. You've got to stop the evil tan army from using 
dimensional portals to bring back magnifying glasses, bottle rockets, and other 

items from the “real world” to use against the green army in the plastic world. 


if Medal of Honor is Saving Private Ryan, then Army Men is Kelly's Heroes. There is a 
comedic touch to the game thanks to the voice acting and the humorous cinemas which satirize 
old war newsreels and movies. There is also a surrealistic edge to the combat because you are 
battling not only in towns and forests but in locales such as a bathroom, sandbox, living room, and 
kitchen. 


Í enjoyed the original, although the game suffered from the usual fogging effects and the 
camera often zigged while 1 zagged. i expected the PSX version to be superior to its Nintendo 
counterpart thanks to CD quality music, FMV sequences, and a faster frame rate. Boy was Í wrong! 
Sarge’s Heroes has all of those things, and yet it plays much worse on the PlayStation. 


The Army Men series has never been known for spectacular graphics, and this one is no exception. 
Although it has some nice lighting effects which create a sheen on the plastic characters, the 
rest of the graphics are lackluster. it also doesn’t help that there are clipping problems 
galore, causing ground textures to show through almost every wall. There is also more 
fog here than in the N64 version, resulting in a horizon which is far too close to your 
character. Using the targeting sight, you can see tanks and enemies which are otherwise 
not visible even though they are a few feet away. 


There are also collision detection difficulties which make your character stand 
inside objects or off the edges of them. Head shots with the sniper rifle don’t register 
even when clearly targeted, and sometimes body shots miss for no apparent reason. 
The enemy soldiers are as stupid as they come — you can fire a rocket over their 
heads to destroy a tank parked behind them and they won’t even move. And, once 
again, the camera veers off at an angle even when you are walking straight ahead. in 
many dreas, the camera suddenly jumps to a position high above you to avoid getting 
cramped. | can’t imagine what the game would have looked like had you been able to walk 
inside of buildings (which you could do in 
the N64 version). 


At the same time, there have been a few 
improvements. it is much easier to strafe, 
using the R and L buttons, and targeting 
cursors appear on enemies to let you know 
when they are in your sights. in addition, you 
now have a 180-degree quick turn move (albeit 
a disorienting one). Otherwise, the levels, 
weapons and enemies are mostly the same. 


The only thing that keeps this game from 
the dreaded Tin rating is a salvageable two-player 
deathmatch mode, although you only get to play as a generic 
tan or green soldier rather than one of the main 
characters. Sadly, i had much more fun watching 
the cinema scenes (which were very well done) 
than slogging through the game itself. AM:SH Despite the cool premise, 
had all the ingredients to be a great this game does everything 
game, but like a cake taken out ای یدیسا ی‎ 
7 of the oven too soon, it z the fogging effects are unbearable, and 


didn’t come together ڪڪ‎ glitches abound. War may be hell, but 
in the end playing a video game shouldn’t be. 
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Gamers who can't wait for the next adventures of 
Megaman are sure to adore The Misadventures of Tron Bonne. 
While Megaman Legends 2 isn't due until sometime later this year, 
Capcom has delivered a solid, stand-alone “prequel” based on Megaman's 
female nemesis, the villainous Tron Bonne. But don't worry if you've never tried 
a Megaman game before, because anyone can pick up and play this surprisingly fun 
and innovative blend of action, puzzle-solving and role-play. 


As you can already tell by its respectable score, the game has d lot going for it, including 
sharp, colorful graphics, a variety of gameplay modes and some of the cutest characters we've seen 
in awhile. It's just hard to believe that it actually came from the same company that created Dino Crisis 
and Resident Evil! The plot is exceedingly simple. Tron's brother, Teisel, apparently borrowed d lot of dough 
from the sleazy Lex Loath in order to finance their new ship, the Gesellschaft. When Teisel doesn't make 
good on the loan, he and little Bon Bonne are captured — leaving it up to Tron and her team of 40 Servbots 
to repay the staggering debt. So what's a villain to do? Go on a crime spree, of course! 


The different levels include bank heists, cargo thefts, pig-pilfering and other mischievous misadventures 
which are done in a humorous, cartoonish way. Playing as Tron, you can visit different rooms within your ship 
by flipping through simple menus, which also enable you to train and interact with the alarmingly cute Servbot 
crew. For instance, you can talk to scientists in the lab to develop new weapons, sharpen your snipers’ 
attack skills in the gym, sell items in storage, soak up sun on the deck, or retire to your room for some 
rest. All of this takes place in two dimensions, sort of like an electronic comic book — but once you 
begin to go on missions, the action occurs in a fully 3D world. 


During the bank capers, Tron pilots a cool mech called the Gustaff, which can be modified 

as the game goes on. The controls are user-friendly, and there's а nice auto-aim option for 
players with slower trigger fingers. The action happens in the third-person, ds you blast your 
way through houses, incinerate cop cars, uproot trees and wreak all kinds of satisfying havoc 
on your surroundings. Of course, half the fun is leading your hand-picked team of Servbots, 
who gather around the Gustaff like tiny chicks clinging to a grownup chicken. By using a special 
beacon, you can direct the Servbots to attack enemies, explore small areas, get treasures, 

and perform other helpful tasks. 


For the cargo heists, Tron uses d modified Gustaff tank to lift heavy crates — except you can 
only lift them so many times, and move them so 

far. This makes the puzzles challenging, especially 
in the later stages, when things get a bit more 
frustrating. There are also levels that feature first- 
person exploration and role-play, as well as а number 
of seriously addictive mini-games to improve your 
Servbots’ statistics and increase your bank account. 
it's easy to spend hours with the casino games alone, 
and there are so many things you can do with the 
Servbots that it’s almost a game in itself just 
controlling them. You can give each bot a name, help 
them develop special skills, send them on scouting 
missions, and even torture them when they get lazy! 


On the downside, despite the variety, the missions definitely 
start to get repetitive after awhile. By the third bank heist, | was 
wishing that 1 could rob a convenience store, and the cargo 
docks also got rather tiring after repeated visits. Plus, 
while the voice work is perfect for the overall 


узы simp y гып کت‎ tone of the game, the high-pitched squeals 
games, 
to your little brother or sister. On can be pretty grating after many hours 


the other hand, if you can stomach all of play, when the cuteness factor 


the cuteness, you'll find a fun and 
innovative game that does a fine job of mixing begins to wear thin. 
action, puzzles and role-play into an entertaining 


package. 
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if you're thinking that you've already seen q review 
of Eagle 1 in PSExtreme before, you’re right. A couple 
of months ago Í reviewed what we have come to find out was 
an early version of the game that has subsequently been enhanced 
prior to its release. So, in the interests of you, our consumers, we 
wanted to give the game another look before it hits your local retailer. 
We believe there is nothing more frustrating than reading a review of a game 
that has been changed by the time you get the magazine. | don’t think the game 
publishers like it much either. Anyway, the following review is based on the FINAL version 
of the game that will be shipping by the time you read this. 


Most of the game was the same as i had mentioned before, but if you missed the review, 
here’s an overview. The set up of Eagle One is your basic flight sim/arcade combat style game. 
in this instance, your bird of prey is an AV*-B Harrier. if you’re not familiar with the aircraft, 
it’s the jet the Marines fly which has the ability to take off and land from a stand-still. The 
scenario, presented to you in the form of CNN-style video news clips, revolves around a 
terrorist organization which has taken over the state of Hawaii. Your squadron of Harriers is 
sent to emancipate the island. Armed with a full load of air to dir and air to ground missiles, 
you set out on d mission based journey through a variety of different scenarios over all five 
Hawaiian islands. 


My biggest complaint in the last review as it is in this review is that this style of 
game has traditionally been as slow as molasses in January. Eagle One is no exception. 
it plays more like a sim game than anything resembling an arcade-style game. And 
as i mentioned in my earlier review , you can't try to straddle the line, if the game 
is going to be enjoyed it needs to be one or the other, it can't try to be both. As 
Namco has proven three times now on the PlayStation: if you want to produce 
а successful dir combat game, it better be an arcade game. Flight sims generally 
don't work on consoles, especially ones that try to be a little bit of both. Atthough 
Eagle One allows for an “action” or “sim” mode there really isn’t any demonstrable 
difference between the two. 


As you work your way through the 25 different missions, your targets will include 
air land and sea assets. You are graded on your ability to sustain little to no damage 
and to achieve maximum accuracy. if 

you аге successful, you'll climb in rank as 
well as achieve medals for your heroism. 
Additionally, you'll gain access to different 
aircraft as you progress through the 
missions. There are other modes besides 
straight on combat. You can select a dog 
fighting mode as well as a cooperative mode, 
but the guts of the game lie in the combat 
area. As Í mentioned in my earlier review, 
and sadly this hasn't changed in the final 
version, the missions are all very repetitive 
with a serious lack of variety in scenery and challenge. 
After a while, a very short while, it all starts to look 
and feel the same. You would expect things to get more 
interesting ds you progress but that really isn't 
the case. Yes, it gets a little tougher to catch 
the enemy planes and there are more cnn : 
Shots being taken at you, but no the Sud سر‎ дна 
dramatic changes in skills are Sm mere Su cR Sur 
required to move ahead. One has ell of the features we cave, 

—— they are lost in the games inability to make 
up its mind on whether it wants to play like 


а sim or an arcade game. A decent game for fans 
of the genre, but probably a rental for everyone else! 
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AVAILABLE: | NOW! 


When i was growing up, my family often played 
board games such as Payday, The inventors, Gambler, 
and Life after dinner. My sister and i eventually moved on 
to different pastimes — boys and the Atari 2600 (my interest was 
the latter). Video may have killed the radio star, but for me video games 
killed the family game night. ironically, 3DO is trying to breathe new life into 
it with none other than a videogame. Family Game Pack is like a console version 
of those old 32-in-1 box of board games, except with five board games, five card 
games, five solitaire card games, three casino games... and no dice or small plastic pieces 
to lose behind the couch! 


As far as casino games are concerned, FGP is very limited. There are five Video Poker variations, 
Blackjack, and five different Slot Machines. The program is about as bare bones as you can 
get — there isn't а 3D casino to walk around in, or other gamblers to interact with, as everything 
is selected from d menu. For me, gambling without winning or losing real money is sort of like 
non-alcoholic beer. What's the point? if the casino games were the only thing on the disk, i'd 
Slap FGP with a Tin rating and that would be the end of the review. But wait! There's more! 


Specifically, Checkers, Chess, Backgammon, and Dominoes. These are no-frills versions of the 
ancient board games, with all the normal moves and rules you would expect. Reversi, which may 
be more familiar to you by the name Othello, is also included. You would have to go back 
to the Atari 2600 to find home video game versions of most of these classics, and 

even then they didn't come in a single program. 


As cool as it is to have all these classics on one disk, the most interesting part of 
FGP is neither the casino or board games, but card games — Hearts, Spades, Crazy 
Eights, Go Fish, and Old Maid. The latter three are simplistic children's games you 
probably remember, but the first two involve much more strategy. Thankfully, the 
computer keeps score automatically and also lets you know if you're attempting an 
illegal move. Unfortunately, you can only play these four-player card games solo 
— the CPU controls the other three participants. Even if the developers didn't 
want to add multi-tap support, couldn't they have at least allowed for a second player? 
Why use the word "family" in the title of this compilation anyway? Only Checkers, Chess, 
Backgammon, Reversi and Blackjack can be played against a human opponent. Otherwise, 
it's strictly a solo affair. 


| wasn't expecting Pai Gow Poker or 
й Baccarat, but where are Craps апа Roulette? 
And what about Chinese Checkers or Bridge? 
There are no tutorials or on-screen help menus 
either, so you'll actually have to read the 
instruction manual for a change. Finally, i would 
have preferred the ability to insert your own 
music CD rather than the generic jazz, pop, 
and classical music soundtrack. “Ride of the 


Valkyries” just didn’t do much for my endgame. ieee E ы vi 
As much که‎ i love and appreciate video games, if you E" | | py 
have d family and want to start a game night, you would be | x 
better off buying d deck of cards, a cheapie checkers/chess E 


set, and d Hoyle's rule book. You just can't get the 


same level of social interaction with a video game 
— especially since only two can play here. j | l 
Family Game Pack stands ` But if you are a solitaire type of person w. х А 
above other PlayStation casino F ید‎ d жеб м 
games thanks to the inclusion of who doesn’t need flashy graphics, Sai >й ре чу Sl 
several classic board and card games. | think you'll enjoy it. i, for one, ы 


The presentation lacks pizzazz, however, i 
and it is mostly а solo affair. There could will come back to it often 


have been more to it, but there’s still а lot of just to play Hearts. 
value here. 
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For everyone who has wanted to own their own theme park, 
Sim Theme Park World is here. Theme Park World puts you in total 
control of your very own theme park. Design your park with the current 
theme, hire personnel, build and modify rides, research additional rides, all 
the while doing the best to keep your customers happy. Keep them happy, and 
your park will overflow with new visitors, which then again presents а new set of problems. 


At first, only one theme park is available. As you advance through the title there are certain 
goals that you need to accomplish, including certain numbers of visitors per month and financial goals. 
Satisfying these requirements will gain you gold tickets that can be used to unlock additional themed worlds 
or even allow you to journey through your own park! 


With only a few rides available to be constructed and no employees, things start off slowly. it's up to you 
to turn this blank slate in a world to rival Disney! The key to Theme Park World is resource management. Once 
you've constructed your first rides and are confident with the layout of your theme park, it's time to open 
the doors. Be quick about it because the day counter is always ticking. With your park open the REAL job 
begins. information bits on the status of your park and customer and employee information appear 
quickly. if you don't take care of the items as they appear you can quickly find yourself backlogged. Make 
sure to hire engineers to research additional rides and upgrade current-ones. Hire security, janitors and 
entertainers to patrol your parks. Don't forget to put security cameras in place! To use your employees more 
efficiently you can define their patrol areas within the park. Once you've researched food stores, make 
sure you keep an eye on the mix of items available. is there too much ice in your soft drinks? 
Enough sugar in your ice cream? Is the chance of winning in your arcade too low? Gift store prices 
too high? Not enough bathrooms? Not enough park security? Are rides falling in disrepair? You'll 
also want to train your employees and provide them with office space to keep them happy. You 
don't want them to strike on you, do you? All of this is accomplished through a variety of screens 
and this is your first hurdle. initially, it's very easy to have trouble remembering where ап item 
is located that you wish to change. To alleviate this somewhat, many areas can be accessed 
through a variety of means: the onscreen button interface or highlighting the item and choosing 
the edit option. Almost everything available can be customized vid а quick tap of а slide bar 
or scrolling of a menu. it’s not all simply about building rides and shops at your park. Customers 
want to see something pleasing to the eye. Various trees, fountains, and rocks are available, 
with additional items waiting to be researched. By using emotional icons, you'll be able to tell, at a 
glance, the feelings of your customers. On the financial side, you сап view various statistical charts, 
do some financial planning and even have the ability 

to take out a loan! Never have you imagined that 
running d theme park would be THIS hard, but it's 
quite satisfying when informational bits appear to 
tell you you've reached a financial goal or that your 
customers are happy. 


Theme Park World is actually a pretty nice looking 
title, but it doesn’t have much going on in the sound 
department. All rides animate spinning, twirling and 
bouncing around. Children run to and fro, 

occasionally emitting cries of glee. Besides the 
occasional ride breaking or upgrading sound (and pretty much 
forgettable music in the background), that's really about it. Everything 
is presented in an overhead view that you can rotate to keep 
an eye on things. Additionally, if there is a problem you can 
zoom into that particular ride or shop to make changes. 
When you add to an existing ride you'll see your Theme Park World is not 
mechanics head over to the ride and set going to appeal to 


up ۵ construction wall (complete with everyone. But, once you start 
| وه ی‎ us sounds). idi Io ploy: ft dass a good jab of puling 
d Ë you in — throwing information at you 
4 fast and furious. Though the interface has 
a bit of a learning curve associated wi 
once you've gotten over that hump, the worl 
the theme park is your oyster. 
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Some rules for Survial Horror titles: The title must have 
“gotcha” sequences — creatures crashing through walls, breaking 
down doors, etc. Puzzles should involve broken door handles, broken 
machine switches, and lost keys that are nowhere near their original locations. 
Who is it that goes around hiding the keys, and making off with the machine parts 
by the way? Why do they take them so far? Do they like watching you trek back and 
forth just to get a key to open d door that in real life you'd break down? Rant aside Galerians 
is a Survival Horror title... but with enough unique twists that it stands apart. 


Rion wakes up in а hospital with no memory, oh, and psychic powers. initially thinking only of escape, 
he soon discovers there is a lot more at stake. it seems two doctors created a computer called Mother. Mother 
was created with the ability to repair herself and evolve. As powerful computers are wont to do (haven't we learned?) 
Mother has decided that she has no need of humanity. She has created her own race of humanoids, with psychic 
powers called Galerians. The doctors, however, had d backup plan. A virus was implanted in Rion's sister Lilia, and 
in your mind the activiation code. if you can find your sister, together you can put an end to Mother. That is, if 
he can keep his own growing power in check and defeat her many minions, including soldiers, robots, and malformed 
Galerians. Along the way he just might discover why he has the psychic abilities of a Galerian when he is human. 


Galerians uses the Resident Evil control system, holding up to move forward or down to move back and the sides 
to turn. Rion uses psychic powers instead of guns; energy blasts, fire (Firestarter!), and an anti-gravity field. 
These powers come at ۵ price however. To use the abilities Rion must inject specific drugs. Using one of 

these abilities causes his AP bar to grow. When that bar is full, things explode... literally. Rion will 
short-circuit and, unless he finds the necessary drug, die. This shortening also gives him the added 
bonus of being able to make the brains of his enemies explode. Messy stuff, sure to generate a laugh 
when enemies go from attempting to attack him, to backing away in fear. Drugs for psychic abilities, 
restoring his health and boosting his power can be found throughout the game. 


Even with the psychic twist, gameplay stays true to genre formula. Various doors, machines 
and other abstract obstacles аге put in your way. Rion can “scan” objects for psychic impressions. 
if you come across d door with no handle, “scanning” that door will reveal where the handle is. 


The psychic abilities and futuristic world setting of Galerians puts me in the mind of the renowned 
anime Akira for some reason. Galerians uses pre-rendered backgrounds with polygonal characters. 
Backgrounds are static, yet very sharp and detailed. The polygonal characters are generally well- 
defined. Unlike RE however, items that you are looking for do not “twinkle”, which makes them very hard 
to pick out from the background. The story is 
advanced through a large amount of above average 
FMV and voice acting (no doubt the reason this title 
spans three discs). Music, as in this genre, plays a large 
part in setting the mood in Galerians. When you enter 
а new area and the music swells or lighty steps up... 
your heart skips beat or two because you KNOW 
something is about to happen. 


Galerians isn’t really a bad title per se’; unlike RE 
you'll rarely have problems finding ammunition and 
health. its problems stem from my distaste for the control 
system, which | don't feel offers enough control during the battle 
segments, and how the title handles load times. in the RE series load 
times were masked by the dnimation of opening doors. in Galerians, 
you'll get a black screen with twisting letters spelling 
out...Galerians. The hit or miss aspect of whether an area 
contains dn object also goes ۵ long way towards 


layon Sma юзрчу as upping the frustration factor. Finally, Galerians 
once? Probably nat, but then again isn't really that long of a title. Truth 


that hasn't stopped Resident Evil from be told, many of the titles in this 


being a popular series, though newer titles 
feature a random element. Galerians features genre are the same way. 


enough twists to make it worth a look, but really 
only as a rental. 
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The original Street Sk8er was the PlayStation's very first 
skateboarding game — but that's pretty much its only claim to fame. With 
simple controls, limited tricks and restrictive level designs, the game was anything 
but impressive. 


Then along came Tony Hawk's Pro Skater, which showed us just how superb a'skateboarding 
game could be. The title featured addictive, arcade-style gameplay, challenging objectives and amazingly 
large levels that let you skate almost anywhere you could see. it was a pure joy to explore the beautifully detailed 
skate parks and cities, and the game was deep enough to keep your thumbs sore for weeks. in fact, Pro Skater was 
so darn good that it received а 99% Platinum rating! Clearly, а new standard had been set for skateboarding games. 


Nowadays, the genre is getting increasingly crowded, with a number of new or upcoming releases trying to pique our 
interest. The latest to arrive is Street Sk8er 2, inviting us to once again shred some asphalt with reckless abandon. But, 
while the sequel features many obvious improvements over the original, what gamers really want to know is, “How does it 
measure up to Tony Hawk?” 


Happily, Street Sk8er 2 comes very close by offering many of the same things that made Pro Skater so incredibly fun, 
as well ds some interesting new twists. The playing modes include the standard Free Skate, Competition and Multiplayer options, 
as well as the cool Pool Duel and unique Create-A-Park feature, which lets you customize your own skating park. When you start 
the game, the only level open in Free Skate is Washington, D.C., but it’s a great way to get to know the controls without any 
time limit. Other levels become available as you progress through the Competition Mode, including London, Moscow, Miami, 

San Francisco and a bunch of indoor/outdoor skate parks. 


Generally speaking, the graphics are pretty sweet — although perhaps not quite as smooth as Pro Skater’s 

— and the level designs are wonderful in their immense size and complexity. You can practically spend hours 
exploring the vast reaches of each city, which are loaded with realistic details, multiple routes, and plenty 
of secret indoor and outdoor areas to discover. іп addition to grinding on rails, benches and walls, you can 
also smash through or skate over tons of obstacles, including windows, crates, barrels, signs, trash cans, 
traffic cones, wheelbarrows, potted trees, parked cars and more, The character models also look good, апа 
there are four fictional skaters to choose from in the beginning, each with different attribute ratings that 
can be improved. There's even an excellent replay feature that includes slow-motion and freeze-frame buttons. 


As for the controls, one of the options lets you choose between auto and manual settings, which dramatically 

affects your trick-pulling abilities. if you've never played a skateboarding game before, the auto option is the 

way to go. This eliminates the need for multiple button presses, but also cuts down on your roster of moves. 

Most other gamers will want to choose the manual 
mode, which allows you to pull off more complicated tricks 
and combos with a free-flying, intuitive feel, much like 
Tony Hawk. However, one welcome difference between 
the two games is that Street Sk8er 2 lets you skate up a 
curved wall and still land on flat ground without eating 
concrete. Try that in Pro Skater and you're almost 
guaranteed to take a spill. Fewer spills = more time 
launching wicked tricks! 


The main thing that keeps Street Skéer 2 from raising 
the bar and besting the rest is its relative lack of depth, 
especially in the Competition mode. Rather than offering multiple 
objectives in each level, like Pro Skater, the gameplay is always the same 
— try to score an ever-increasing number of trick points within a set time 
limit, and that's it. The fact that you once again have to pass certain 
checkpoints before time runs out only creates a sense of frustration, 
especially when an amazing run is cut short because you 
missed the checkpoint by one stinking second, Plus, Street Sk8er 2 is a great 
the announcer’s comments quickly become game thats way better than 
annoying, but at least you can turn his the original, but it doesn’t quite 

unseat Tony Hawk from the 
voice all the way down and groove s skateboarding throne. The Create-A- 
to the funky tunes, کک‎ Park mode is a welcome addition, but a 
little more variety in the gameplay would have 
been nice. Still, you'll spend hours exploring 
the different cities and pulling off insane tricks! 
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REVIEWED BY: 
MARK ANDROVICH Codemasters 


Codemasters 


in this sequel to Micro Machines, Codemasters has 
replaced the vehicles with miniature characters — each with 
their own special weapons апа unique appearance. They were 
engineered by the evil Dr. Minimizer, who sought to solve the food shortage 
problem by shrinking the Earth’s inhabitants to 1/360th scale. Dr. Shrinker... | 
mean... Minimizer wants to test the attributes of his creations, and so а racing contest 
is born. The use of comic book-style characters instead of vehicles gives the game a more 
“adult” feel, as do the track obstacles that can electrocute, decapitate, or burn the runners. 


The best thing about the original was the imaginative level design, and Micro Maniacs does it one 
better. From bathrooms to laboratories, gardens to garages, all of the levels are interesting. You just 
can’t go wrong with a track that takes players over a Simon game, past a lava lamp, and inside a classic video 
game console (and game) as part of the race. The graphics are definitely top notch — you'll have to avoid 
the temptation of leaving the race to explore your surroundings. The game also allows players to interact 
with the environments much more realistically. Many levels incorporate climbing and sliding, which 
wasn’t possible with vehicles. 


Unfortunately, the top-down viewpoint causes a few problems. Since you cannot see very far ahead, you 
have little time to react. Sometimes you also lose perspective and can’t tell if you are supposed to duck or 
jump an obstacle. The game therefore becomes a matter of memorizing the layout and obstacles of 
each course — after you've lost а few races first! The CPU-controlled players don’t seem to have 

the same difficulty navigating the courses, however, and are difficult opponents. 


Since the track boundaries are drawn on the playfield, what’s to stop you from taking shortcuts? 
The game allows some leeway to wander in and out of bounds, but it also recognizes when you 
are trying to cut corners and will punish you accordingly (restarting you at the point where 
you left the track). The problem is that the detection seems inconsistent. At times, i ran parallel 
to the main track for much of a lap without incident. Other times, | was knocked momentarily 
out of bounds by an opponent and penalized because i landed ahead around a curve. 


Micro Maniacs does not use split screens for any of the multi-player games. Everyone 

competes at once on d single screen. So what happens if someone falls behind? The game takes 

a point away from the person who falls behind, or awards it to the person who pulls ahead, 

then restarts the race from the nearest checkpoint. The person with the most points wins, regardless 

of who crossed the line first. Up to eight 
players can race simultaneousy — using a single 
multi-tap, each person shares one half of a controller. 
Í found it awkward playing this way, but the option 

is there if you are interested. 


One new addition is the ability to use a dual 
shock controller. However, whether you use the sticks 
or the digital buttons, the characters all feel as if 
[6] п they аге running on ice no matter what the actual 
p racing surface is. it is hard enough to stay on the 
course with the limited viewpoint — greater traction 
is needed. 


in the original game, you got to drive a variety of vehicles but the 
weapons were the same for each competitor. in Micro Maniacs, you 
must stick with the same character, but each has two unique 
special weapons which can be "powered up" as you progress 
through the game. in addition, on d few of the levels 
Ay you do get to ride vehicles such as a skateboard, 
bumble bee (!), or Jet Ski. These vehicles 


whole “miniature racers in real 


word settings то, youlleney) ER and the special weapons make the 
е clever level design. Unt nately, 
the game is fairly difficult thanks to a lack game feel more varied than its 


of traction, tough CPU opponents, and an predecessors. 
overhead camera that doesn’t let you see far 
enough ahead. 
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PlayStat 


IF YOU ARE, YOU'LL WIN THIS 
BIG-ASS PILE OF 


DIEHARD “TRILOGY 2 


SWAG... CHECK IT: 


THE GRAND PRIZE WINNER IS GONNA GET Die Hard Trilogy 2 PlayStation Game, Die Hard 
Trilogy 2 Strategy Guide, Die Hard Trilogy DVDs, Die Hard Trilogy Videos, Case of Whoop Ass, 
Jones Soda Jacket, Jones Soda T-Shirt, Jones Soda Beanie and a Namco GunCon: That's, like, 
$300 worth of schtuff. 

TEN FIRST PRIZE WINNERS ARE GONNA GET Die Hard Trilogy 2 PlayStation Game, Die Hard 
Trilogy 2 Strategy Guide, Die Hard Trilogy DVDs, Case of Whoop Ass, Jones Soda T-Shirt. That's, 
like, $150 worth of chit. 

25 RUNNER-UPPERS ARE GONNA GET Die Hard Trilogy 2 PlayStation Game and a Case of 
Whoop Ass. Thats, like, worth $57. 


Now dont that kick some major booties? All you gotta do is fill out your info on a 3x5 card and 
mail it to us. Squint down at the small print down there for the down. 


Rules & Regulations. 
1. To Enter: No purchase necessary. Only one entry per person, please. Anyone submitting more than one entry will be disqualified. To enter for your chance to be one of thirty six (36) winners in the PSEXTREME- Die Hard Trilogy 2 Sweepstakes: Complete the. 
entry found in the May 2000 issues of PSEXTREME and mail to "PSEXTREME- Die Hard Trilogy 2 Sweepstakes," clo PSEXTREME 1175 Chess Drive Ste. E Foster City, CA 94404. Or, send a 3 x 5 card with your name, address, city, state, zip code, daytime 
phone number and age and mail to: "Die Hard Trilogy 2 Sweepstakes,” со PSEXTREME 1175 Chess Drive Ste. E Foster City, CA 94404. Or, send game info @fox.com an email with PSEXTREME DHT2 CONTEST in the subject line and include your name, 
address, city, state, zip code, daytime phone number and age in the body of the email. All mail and email entries must be received by June 1, 2000. Sponsors assume no responsibilty for lost, late, damaged, misdirected, illegible, incomplete or postage-due 
тай. Photocopies, facsimiles and other reproductions will not be accepted. No facsimile or mechanically reproduced entries allowed. All entries become the property of the sponsor and will not be returned. 

2, Prizes: Grand Prize (1) Die Hard Trilogy 2 PlayStation Game, Die Hard Trilogy 2 Strategy Guide, Die Hard Trilogy DVDs, Die Hard Trilogy Videos, Case of Whoop Ass, Jones Soda Jacket, Jones Soda T-Shirt, Jones Soda Beanie and a Namco GunCon: 
Approximate retail value: $300. First Prize (10) Die Hard Trilogy 2 PlayStation Game, Die Hard Trilogy 2 Strategy Guide, Die Hard Trilogy DVDs, Case of Whoop Ass, Jones Soda T-Shirt:. Approximate retail value: $150. Runners-up (25) Die Hard Trilogy 2 
PlayStation Game and a Case of Whoop Ass:. Approximate retail value: $57. All prizes will be awarded, 

3. Judging: All thirty six winners will be determined in a random drawing from ай eligible entries received on or about June 1, 2000 by PS EXTREME, whose decisions will be final in all matters related to this sweepstakes. Judges reserve the exclusive right to 
interpret all conditions in regard to this promotion without claim for damage or recourse of any kind. By participating in the sweepstakes, entrants agree to be bound by the rules and the decisions of the judges that shall be final. Odds of winning depend on the 
total number of eligible entries received. All winners will be notified by mail. Grand prize and First-place winners may be required to sign and return an affidavit of eligibility and liability release within 21 days of notification. If the affidavit is not returned within the 
given time period properly executed, or is returned from the post office as undeliverable, an alternate winner will be chosen, If the Grand Prize and First place winners are under the age of 18, a parent or legal guardian must also sign and provide their social 
security number on the Affidavit of Eligibilty/Release of Liability & Publicity. Except where prohibited, acceptance of a prize constitutes winner's consent to use his/her name, likeness and biographical data for advertising and promotional purposes without 
additional compensation. 

4. General Conditions: Sweepstakes is open to all US residents except employees of Dimension Publishing, Fox Interactive, and their affiates, subsidiaries, sales representatives, distributors, retailers, advertising and promotional agencies, and the immediate 
families of each. All federal, state, and local laws apply. Prizes are non-transferable and may not be substituted. If a prize becomes unavailable, sponsors reserve the right to substitute prizes for those of equal or greater value. All taxes on prizes are winner's sole 
responsibilty. By accepting a prize, winners agree that all prizes are awarded on the condition that Dimension Publishing, Fox Interactive, their agents, representatives and employees will have no liability whatsoever for any injuries, losses, or damages of any. 
kind resulting irom acceptance, possession, or use of a prize. Winners further acknowledge that said parties have neither made nor are in any manner responsible or liable for any warranty, representation, or guarantee expressed or implied in fact or in law of, 
relative to any prize, including but not limited to, its quality, mechanical conditions or fitness. Void where prohibited by law. 

5. For a list of winners, available after July 1, 2000, send an S.A.S.E. to "Die Hard Trilogy 2 Sweepstakes Winners List," c/o PS EXTREME1175 Chess Drive Ste. E Foster City, CA 94404. 

6. For a complete list of rules, send a S.A. E. to: "Die Hard Trilogy 2 Sweepstakes Rules,” со PS EXTREME-1175 Chess Drive Ste. E Foster City, CA 94404. 

TM & © 2000 Twentieth Century Fox Film Corporation. PlayStation and the PlayStation logos are trademarks: of Sony Computer Entertainment Inc. 
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HIGH NEAT BASEBALL 2001 


talk about extreme 
opposites. First, there was 
EA's Triple Play (TP) 2001, which 
at best can be summed up as a 
mindless Home Run-a-thon, completely 
void of any true baseball qualities. Now, it’s time 
to review 3D0’s High Heat Baseball 2001 (put “Sammy 
Sosa” somewhere in there, either as a prefix or suffix), 
which is а complete 180 degrees from the arcade style of TP. 
As PR types are want to do with any product, they try to lay seeds 
of purpose for their title in the minds of those editors willing 
to feed and nurture the concept. For High Heat (HH), the goal 
was to convince us that HH is a true simulation, giving game players 
the most realistic playing game of baseball available. Did the 300 Company 
succeed? No. if you want to know why, then read on! 


First of all, just the thought of anything being pitched as “real” should 
automatically strike fear in the minds of those 
listening. Who wants “real”? These are GAMES, 
played on CONSOLES, and they're supposed 
to be FUN. Real baseball games last about 
5 hours, so right out of the gate, there's 
a problem with the “real” part, as a 
game of High Heat will last about 30-40 
minutes. Next, if the game is d "true 
sim", then doesn't that mean that you're 
LIMITED to performing as well (or poorly) 
as the real-life player? My virtual Jeff 
Kent will never hit better than .290 because 
“real” Jeff Kent doesn't. if that's the case, 
then why would i want to bother? it would seem 
that the outcome is already scripted, kinda like the 
WWF. There's a reason you can't bet on WWF matches! 
But, as you'll find out, there are many contradictions to this theory, simply 
becduse of the type of options that are available: 1) how do you turn the 
wind "off" in real life?, 2) how do you eliminate injuries in real life?, 3) 
how do you increase / decrease the amount of simulation in real life?, 
and 4) how do you speed up the game by forcing the opponent (CPU) to 
throw only strikes? Obviously, if you're just considering the admitted game 
design philosophy of HH, then none of these options should be available. 
But, enough of the “real” vs, “fun” debate — let's look at how High Heat 
delivers in the critical GAMEPLAY department. 


The good news for HH is that the player control is tighter than that 
found in Triple Play, but you'll have to pay a heavy price in order to realize 
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it. It’s called “concentration”, and if you don't think about 

every pitch and location before you throw it, then you won’t 
find out how well the players field. if you mindlessly sit back 
and throw the ball, even the worst teams on the lowest 
difficulty setting will “nickel & dime” you to death. i was giving 
up 6 + runs ап inning, without ever surrendering a homer. 
After a bit of practice (and changing the controller config 
to #2), i stopped giving up so many cheap hits, and 
started turning more double plays. However, the 
computer runs so aggressively (or “cheats”) that 

you will still find yourself giving up cheap runs. 

An example: The CPU has 1 out, a guy on second, and hits 

а fly ball to center. i get a good jump on the ball but it 

lands just in front of me. As i prepare to throw the ball 

to second, Í notice that the guy that started out on second 

is now at home! He ran as if there 
were two outs, or worse yet, as if he 
knew that my guy wouldn't catch it, 
even though by all accounts you couldn’t 
tell until the last moment. Under those 
circumstances, the guy should have either stayed 
at second, or made a last ditch attempt at 3rd, 
giving me a shot at throwing him out. But, this 
guy was practically standing on home plate when 
Í picked up the ball! Put that under “real”. 


Asit has started to become a ritual of mine, 
I'll now proceed with the “things to fix” paragraph. 
Make the “X” button the cutoff man button, and 
if an infielder has the ball, pressing “X” should 
throw the ball back to the pitcher, not to the i 
first baseman (i can't even begin to guess the \ 
number of bases i've given up on that one). Next, ` 
why is it that half the time (being generous) i N 
can’t tell who’s chasing down the ball? There’s š 
got to be а way of bypassing the “Sim games” ^ 
screen, right? i have no desire to sit there and 
be force fed the results of every game. Painful. 
Why is the instant Replay so short? Most of the 
time i don’t get to see the end of the play, which is the reason Í hit “instant 
replay" in the first place. if HH is supposed to be such a sim, how come і 
don't have to warm up my reliever before і bring him in? And, speaking of 
sim, what's up with the cheesy "flames of fire" trail that appear when 
you hit a home run? Are there really starting pitchers in the 
big leagues that only have TWO pitches that they can throw? 
How about being able to throw varying speeds? You 
know, fast-fastball, medium-fastball, etc. And, 
lastly, is it too much to ask that the game е If you have the patience 
not look like Konami's ill-fated Bottom nd ability to concentrate on 
of the 9th series? We're talking BOTH offense and defense), then 


їс: -bit, ; you тау find High Heat 2001 
stri tly 16-bit, at best enjoyable. Although it lacks all of the 
features of Triple Play (and most every other 
baseball game), the game simply plays better, 
and therefore, receives a slightly higher score. 
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Having 
scrdpped any 
intentions of providing 
improved gameplay for Triple 
Play 2001, EA Sports has instead 
opted to add more frosting. Granted, it's 
good tasting frosting, but i'd like a little cake 
too. What the heck am Í talking about, you ask? i'm 
referring to Electronic Arts continued philosophy of "if it 
ain't broke don't fix it" way of making games. The problem, of 
course, is that Triple Play is a broken series, and has been the ugly 
stepchild in EA's otherwise solid line of sports titles. This may 
be news to some, seeing ds how Triple Play has sold well the last 
few years. Well, i'll be glad to help clue anyone reading this in on a little 
secret — not only wasn't TP2K the best baseball game last year, it was, in 
fact, the WORST. Guess what? it's a year later, and nothing has changed; Triple 
Play 2001 is the worst playing baseball game on the 
PlayStation (or any system) this year, too! But, before 
Í divulge the dearth of problems, let's look at 
some of the positive aspects of TP2001. 


Okay, back to the frosting. For 2001, 
EA added 20 all-time great players that 
can be purchased or won and then 
added on to your current roster. They 
also created an ultra cool mode called 
"Big League Challenge" that lets you play 
ds апу chardcter in а homerun 
tournament, a head to head HR event, or 
an "Extreme" (yes, PSExtreme is everywhere) 
event. The Extreme contest is what really 
matters, as your score is ап accumulation of 
the dingers you hit and the targets the balls hit! Yes, all 
around the park are different targets that have a unique 
value. For instance, hit the lower circle on the right field wall and get 0 
points. Hit the top circle and get 600. Hit the ball over the roof (or the bird 
or bell ON the roof), and you get even more points. Across from the left field 
wall is а building that houses even more targets, and lots of windows! You can 
break the windows from the bottom floor to the top, and you can even smack 
the taxi cabs that move up and down the street. Basically, if you see it, 
then it’s probably а target and will get you points! We played this mode for 
about a week straight, then finally stopped once Dave hit 100 straight dingers. 


The other new feature that ranks at the top of cool is the “Points Cap” 
system. There’s a list of a dozen or so occurrences (HRs, runs, double 
plays, triple plays, strike outs, etc.) that will earn your team points. Each of 


the possibilities has a point value, and that number is 
multiplied by the number you had during the game. For 
example, a homer is worth 300 points — hit 3 and that’s 900 
points, The frequency of accomplishing some of the choices is 
pretty rare (like a Grand Slam or Triple Play), so if you do 
one of these, you'll also receive a reward. After i turned a 
triple play, | received Eddie Matthews, and could sign him 
as a free agent. Other rewards are more pedestrian, 
as they open up codes like “big heads” and “small 
bats”. After each game, you'll see the amount of 
points you have earned for that game and the 

total you've accumulated for the season. i'm averaging 
about 3,000 per game (there’s a cap on HRs, limiting 
you to 1,000 points, should you hit 4 or more). What to do 
with all those points? How about using them to increase 

the performance of the players you 
have, or better yet, buy Babe Ruth or 
Cy Young, then add them to your roster! 
This terrific system, that employed in 
a better playing game of baseball, would 
really take it to the next level. 


Unfortunately, these additions only keep the 
Triple Play series on life-support. The ACTUAL 
gameplay bites, as it is nearly unplayable. Nothing 
in this department has changed from previous 
installments, as the fielders still can’t get to 
the majority of grounders, the pitcher/batter 


interface is as bland as toast, and the “dive” button ^: 


may have well been replaced with a button that ` 


cries “base hit” everytime you press it. The players a, Mi 


move in an "itchy" sort of way, as they kind of 
hop from spot to spot, making it even more 
difficult to try and field something other than a 
ball hit directly to them. And, why am i averaging 
about 6 pop-ups to the catcher per game? That 
just isn’t right. The collision detection is razor 
thin, as you can step directly on second or first 
base and the ump won't call the guy out. The Ai 
Pd makes some seriously lame decisions (dude is nearly at second when he 
== main menu — — "JEU = turns around and runs all the way back to first, despite the fact that my first 


х Single 8 МЕ, baseman has had the ball the entire time... and then makes the easy tag 
مهس توا‎ a for an out). And, maybe Í didn't notice last year, but how come EA can 
x ی سم‎ блан?” < only get ۵-7 letters on the back of the jerseys? Most guys don't 
[ دید تیالو‎ Levens x= have their complete names spelled (“Johnso”, or "Hernand"). 
Ter مرس یب‎ Sit And, please get rid of Buck; nearly everything he says 
lié rus АЙ is wrong ("they put together a couple of hits and 


scratched out a run", when in reality i hit a 
solo HR and then stranded a guy with 
strictly an arcade experience, 


a single). with the emphasis on Home Runs 
this were a 
Midway game, it would be akin to their 
Blitz series! Although, to be fair to Blitz, at least 
there is some defense in that game! 


a CHANGE 
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With the release of Rock the Rink, Electronic Arts 
has entered into a new segment (for them) of sports video 

games, and that's the *arcade"category. EA hopes to revitalize 
ДД авта a part of the market that has been dormant since Midway's arcade 
"us hockey title Wayne Gretzky's 3D Hockey “98 was released to so-so acclaim 
two years ago. Generally speaking, Midway has been the king of arcade sports 
games ever since the release of NFL Blitz a few years back (followed by NFL Blitz 
2000, NBA Showtime, and Ready to Rumble Boxing). 989 Sports has had some success 
with an arcade-style football game of their own (NFL Extreme), but Rock the Rink (RTR) 
marks the initial foray into the realm for EA, and the first “over-the-top” style arcade hockey game. 


Speaking of NFL Extreme, it wouldn’t be too much of a stretch to say that the characters in 
RTR share striking similarities in terms of size and detail. The RTR players are at least twice the size 
of players found in NHL 2000, for example, and in a nice touch, there are large guys and smaller 

guys. This keeps the rink from looking like it is filled with 8 Godzillas. Games are played 3-on-3, 
the first team to 5 (10, 15, or 20) goals wins, and there’s a second line available to you before each 
face-off. RTR contains all 28 NHL teams, and seven (7) real players from each team. There are also 
nine fantasy teams to choose from, and they each have their own distinctive rink (ranging from a 
pond to a gangster hideout). The different looking rinks are a good reminder that you’re not playing 
a typical hockey game, just in case the large players or the non-stop jawing of the announcer 
hadn't already clued you in. The announcer, and i'm pretty sure it’s the same guy that 
did EA’s NASCAR Rumble, is hilarious. He’s got a comment for everything, and when 

he’s not throwing out one-liners, the PA guy is quick to add his two cents. The end result 

is that the game looks good and sounds even better. 


EA started a reward system with Madden 2000, giving increased incentive to 
continue playing the game, as doing certain tasks would open all sorts of bonuses. 
That tradition continued with the latest installments of Live and Triple Play, and is 

sort of the “hook”, if you will, with Rock the Rink. Of the three gameplay modes, NHL 
Challenge (arcade & tournament being the other two) is the mode to play in order to 
open up all the bonuses and secret rewards. You'll start 
as a “fantasy” team (ie. on the Demolitions, the goalie is Chris 
Crumble), and will have to beat six real NHL teams to move up 
to the next difficulty level. You'll play two teams each in order to get 
better skates, gear, and sticks. After you win the six games, you play 
a championship game, where you'll have to wager one of the three 
upgrades that you earned. 


The games get progressively more difficult as you 
progress to the second (“medium”) level, and you'll find 
that you need to use more of the special shots in order to 

score. Your players all have special moves that they can use, like the Leapfrog, 
Helicopter, Corkscrew, Tornado, and others. These moves are pretty cool, 
but odds are you won't see the puck go into the net, as the combination 
of whirling animations and huge text (that tells you what move 
you pulled off) end up taking up most of the screen. The 
frame rate is not as smooth as i would like (especially 
considering that 40% of the players have been - 
removed), and dt the higher levels you x 
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surprise hit sports game of begin to feel you don’t have much $ 
the yeor. Although there may 3 n " 
not be enough strategy and depth control over the outcome : E ar РА 
to keep you entertained all year long, much like Blitz and Kis т, est Q) d 
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it should satisfy your short-term hockey Showtime! 
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in an ever increasing library of sports titles from 
EA Sports, the latest attempt to have a video game for every 
possible event has appeared. EA Sports Superbike 2000 attempts 
to capture the sheer excitement and drama that is superbike racing. 
Ok, i'm being а little sarcastic, but it's getting a little ridiculous these days. 
in the last six months, EA Sports will have shipped three, count ‘em 3 motorcycle 
titles. Good grief, we went over two years without a motorcycle game being released 
and now it seems ds though that's all we're getting. if you recall my review of the last EA Sports 
motorcycle title Supercross 2000, i was less than impressed, so the thought of playing another one 
didn’t exactly excite me. 


Last July we reviewed a title called Castrol Honda Superbike Racing. We gave it a high “Silver” rating 
which, in our vernacular means a pretty good title, but if you're not a fan of the category, you might 
want to rent it first. Well, drop the Castrol Honda part and what we have here is pretty much the sequel. 
Like all of the EA Sports racing games, Superbike 2000 is built to be а franchise. So, you can expect to 
see 2001, 2002, etc., etc., etc. (What is this etc...?) The game is set up around the 1999 SBK Superbike 
season, including all of the sports 13 circuits. Superbike 2000 also includes 20 championship riders 
and motorcycles from Suzuki, Ducati Honda, Kawasaki, Yamaha and Aprilia. The game is presented to 
you in the now, all too familiar TV-style broadcast that EA Sports is famous for. There are four separate 
camera angles and ۵ broadcast announcer that bring you all of the action. 


You start out with the choice of a quick race or a championship season. Once you’ve 
decided you then get to pick your bike and rider and then the race begins. Once you do one 
lap for a qualifying round, you begin your first of two, three lap races. The first thing you'll 
notice is the extremely slow pace of the game. in the days of 30-60 frames per second 
as the industry standard, Superbike 2000 meanders about at not even the minimally 
acceptable 30 fps. in a motorcycle game this is even more damaging. Nobody drives a 
superbike to go slow. What's truly amazing though, is that you don’t even get a good sense 
of speed in the 151 person camera. Even lst generation PlayStation games picked up speed 
in the 1st person! 
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After you've gotten over the lack of 
speed, then you have to digest the sparse 
backgrounds. Add to that the limited rider 
animations and almost no commentary once the 
race starts and you have a pretty sedate overall 
experience. Í long for the days of Super Hang On. 
Of all of the different types of racing games out 
there, motorcycle games should be the most 
exciting. This simply isn’t the case with Superbike 
2000. it doesn’t do anything horribly wrong, in fact 
it’s quite easy to control and compete in all of the different circuits. There is 
plenty of depth and a relatively decent amount of course variation. it’s just 
boring. The engine sounds are almost non-existent and the artificial 
intelligence is incredibly predictable. The only real reason to keep 
going in the game is to see the different tracks. Once the 
game is complete, you won't find yourself going back 
to it any time soon. Let's face it, without state of 
the art speed, racing games at this stage 
of the PlayStations lifecycle, are not 562000 will only appeal s 
going to generate any quid eed 
excitement. racing games available right now so it’s 

, not like you have limited choice. Slow games 


with sparse graphics will automatically find 
their way to the bottom of the heap. 
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Well, | have now had my PS2 for almost a week and have played through the three 
primary games, as you will no doubt have gathered by now from our feature elsewhere 

in this issue. The PS2 launch, by Sony’s account, has been the most successful in the 25- 
year history of home video game systems — 980,000 units sold in a two-day period. And, 


they are predicting that the total will reach 1.4 million by the end of March, assuming they 


David Jon Winding 
Publisher can produce that many! 


As | mentioned in my last column, Sony is a hardware company and they measure their success 

in that manner. I, however, as a rabid gamer, tend to look at things a little differently. Yes, the hardware 

is beautiful, revolutionary, etc. — but І have a really cool looking waffle iron at home, that doesn't 

mean that the waffles that come from it are without peer. (Jeanne, if you are reading this, they ARE 

and nobody can make them like you.) The launch games range from average to a little short of spectacular, 
graphically — and there is a consistent lack of originality that pervades all of the week one titles. 

Of course, that is nothing new and it is to be expected. But, this launch occurred without even 
one original first party game.You expect that the “killer application" will come from the company that 
is responsible for the creation of the machine — not from (with all due respect) Koei. Sony did the 

same thing with the launch of the original PlayStation in 1994, so this is nothing new. But, it would have 
been great to have Dark Cloud (for example) up and running and ۱ believe that it is something that 
American PlayStation consumers will expect. To them, Sony is not simply a hardware company anymore 
— they produce some of the best games to be found in the marketplace. 

Things in Japan will improve in short order, with the release of Driving Emotion, Tekken Tag Tournament, 
Evergrace and Square's new baseball game over the next couple of weeks. But, Sony will still be missing 
from the mix — and Evergrace is the only game that will, hopefully, deliver a new concept/play environment. 
Ridge Racer 5 looks great, but the game, almost to the letter, has been played four times before. Tekken: 
been there, done that (gameplay-wise) — and how different can a driving or baseball experience be? 

If it sounds like | am complaining, | don’t mean to. | am more than satisfied with my Japanese PS2 
and the American launch is going to feature an amazing array of titles, the likes of which have never been 
seen before — but a guy can dream of a time when Sony sees itself as more than just the Golden Goose 
and drops a few 24K eggs of its own. 
Next month: PS2 and the Internet 


Dave 
dwinding@quake.net 


One of the 
coolest games 
we've ever 
played! 
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We don't want to sound cocky, but we are the best PlayStation® 
magazine available. We've been making | Extreme since the 

- PlayStation® first came out. That's a long time. Longer than any other 
PlayStation? magazines. So call us up right now and place your order, 
okay? It'll be really cool. 


To order by mail, send a check or money order made payable to: 


Dimension Publishing ° P.O. Box 6570, Folsom, CA 95763-6570 


Mexican and Canadian orders $44.95 (U.S. Funds). Overseas add $10.00. Allow 8-10 weeks for delivery. 


Our not-so-friendly operator, Frank, is standing by. 


(916) 989-O171 
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the world’s most prestigious driving machines. From unrepentant speed demons to the 


of American musc ars. Of course, you don’t drive them as much as you try to con 
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SHELBY 
SUBARU 
SUZUKI 
TOYOTA 
TVR 
VECTOR 
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Each one is engineered according to exact specifications. You can customize them to no end. 
Sound excessive? Not considering what you’re up against. Twenty of the world’s most unforgiving 


tracks. An equally merciless Rally Racing Mode. And the constant threat of the unthinkable. Losing. 


More THAN A SEQUEL... 


THE IMPACT GAME 


Made with love’ Бу; 
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Our goal iS to preserve classic video дате magazines so that 
they аге not lost permanently: 


People interested in helping out ۱۲۱ any capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou come across anyone Selling releases from 
this Site please do not support them and do let us know: 


Thank you! 


